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Looking at what makesahit 
by Denny Atkin 


ccasionally | lurk in mall software 
stores, snooping in on conversations 
between customers and sales reps to 
get an idea what the “mainstream” 
looks for in games. It’s always educa- 
tional, although some of the discus- 
sions make me want to go back to my college job 
of software sales just to save some of these folks 
from the advice they get. There’s a common per- 
ception that “mainstream” gamers don’t look for 
the same things in games that we “core” gamers 
seek. While the popularity of dreck like Deer 
Hunter seems to back that up, the casual gamers 
I’ve talked to and snooped in on may want a 
more accessible experience, but for the most part 
they want good, meaty games as well. 

What really backs that up is sales figures. 
When PC Data of Reston, VA released its list of 
best-sellers of 1999, | was intrigued. (See Figure 
1.) Other than an appearance by Regis Philbin (at 
least Kathie Lee doesn’t have a game) and the 
nostalgic return of Frogger, the top 10 games 
were full-blown, gamer’s games. We hear stories 
all the time from developers lamenting market- 
ing departments that tell them to simplify 
games, from publishers afraid of titles that aren’t 
accessible to the first-time gamer. Well, games 
like Starcraft, Half-Life, SimCity 3000, and 
Baldur’s Gate may have good interfaces, but I'd 
hardly call them “easy” or “simplified.” 

Looking at what sold tells us some other 
interesting things about the market. Price does 
matter. Starcraft and Half-Life make a surpris- 
ing appearance on this list long after their 
releases, probably due to their lower prices— 
lots of gamers who skipped the games at $50 
gave in at the lower prices. And while 
RollerCoaster Tycoon is an amazingly addictive 
title, its low, low price has to have factored into 
its surprising ascension to the top of the best- 
sellers list. Also, it’s interesting to look at the 
genre breakdown. Despite the perception that 
action is the most popular genre, half of the top 
10 games last year (and four of the top five) 
were Strategy games. Rounding out the list are 
two “classics” (and you are a classic, Reege), a 
single shooter, a flight sim, and an RPG. 

Okay, you say, that was 1999. But is that a big 
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enough sample? Surely, the big-sellers had a lot 
to do with which games were released in that 
time-frame. So we asked PC Data for figures dat- 
ing back to when they first started collecting 


interpretation. But it does indicate that that the 
tastes of the market at large aren’t that differ- 
ent from the tastes of core gamers. And that’s a 
good thing for all of us. m 


data. See Figure 2 for a look at sales since 1993. 
Note that PC Data’s sampling covers about 80 
percent of U.S. retailers, but doesn’t account for 
some specialty shops or worldwide sales. 

Here we see action games making a bigger 
mark, tying strategy games with five of the top 
20 spots. Next up are adventures, with three 
entries, then classics and kids’ games, with two 
entries each. Finally, simulations, RPGs, and 
hunting games round out the list with one entry 
each. Again, note that 15 of the top 20 games 
are full-blown, “gamer’s” 


, ANK iii : 
1 Roller Coaster Tycoon 


| 3 Who Wants T 
us Be A Millionaire 


s” titles. And even 
Monopoly and Return of Arcade are quality 
games, despite their mainstream emphasis. 
Barbie, Lego Island, and Deer Hunter obviously 
aren't geared towards the “gamer” demo- 
graphic, but they make up only a small per- 
centage of the top-selling games. 

What all this means, of course, is open to 
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Figure 2: Top 20 PC Games, January 1993 through October 1999 
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Games you may have missed, 
that you shouldn’t have 
by Cindy Vanous 


ime again to venture into the journalistic 
attic and dust off a favorite old hack- 
neyed comparison: computer gaming 
and movies. Today’s “no duh” observa- 
tion is that in both industries, the majori- 
ty of publicity and attention goes toa 
minority of actual titles. Unless you've been liv- 
ing in an underground bunker since the Cuban 
Missile Crisis, chances are that you’ve heard of 
movies like Die Hard, Jurassic Park, and 
Braveheart. Similarly, even a total Luddite will 
recognize the names Quake, Myst, and Ultima 
Online. And in much the same way that 
Waterworld’s name will far outlive the memory 
of the actual film, so will Daikatana be recalled 


you shouldn’t mind because it’s all about the 
theme. Ditto for online gaming—many of the 
obscure titles out there are obscure for a darned 
good reason. But just like indie films, you’ll find 
true quality and occasional genius if you only 
know where to look. 

For instance, you could venture into the 
realm of user-supported role-playing, com- 
monly referred to as Multi-User Dungeons, or 
MUDs. Newcomers to online play may believe 
that EverQuest sprung, fully-formed, from the 
heavenly RPG ethers. Not so. EQ and its big- 
name ilk are basically MUDs with more graphics 
and less player control. 

If you’re not put off by a profusion of text 


for years to come. 

But what about those titles which don’t have 
a massive advertising budget or a publishing 
leviathan such as Paramount or Electronic Arts 
to bulldog them into the limelight? If the retail 
game market is like the mainstream theater 
scene, then perhaps the chaotic Internet is our 
answer to the independent film circuit. Every 
year, dozens or even hundreds of titles which 
will never see retail shelf space are offered for 
sale or free on the Net. Many of these “indies” 
are online-only games, or provide an extensive 
online component—after all, Internet play is 
what an Internet market would want. 

Of course, as any fan of independent films 
will attest, the trouble with letting just anyone 
make a movie is that just anyone does. For 
every Clerks, there’s a boodle of poorly acted, 
badly scripted pieces whose directors insist that 


and a dearth of graphics, some of these com- 
munal worlds may be an addiction waiting to 
happen. Take Living Mask’s ///usia. After AOL 
ended its immensely popular RPG, Neverwinter 
Nights, a group of former players got together 
and decided to invent their own online realm. 

The heavy emphasis in ///usia is on role-play- 
ing, not just in the sense of improving levels 
and stats, but of taking on the persona of a 
fantasy character. It also encourages creativity 
and exploration—the world has changed signif- 
icantly over the game’s life as volunteers add 
new regions, build the storyline, and create 
weekly quests to keep the experience fresh. 
i/lusia is not a game where you can watch 
swords swing and goblins fall in pieces, but it’s 
also not somewhere you'll ever meet a Kewl 
dOOD. At least, not for long. 

For another example, consider the smaller 


Rank: Private 
Specialty: Hvy Weaps 
Statistics 


Skills 


Service Points: 0 


online game networks. As | type this, 
Kesmai’s GameStorm service has exactly 303 
active players, while Microsoft’s well-known 
Zone has 28952. 

Now I'm betting that most everyone out 
there has heard of Aliens vs. Predator. Big-name 
title, lots of hype. Those of you who purchased 
it may also have grown tired of the single-play- 
er game's lack of balance and logged on to 
Mplayer to find a more reasonable challenge. 

But little GameStorm was pitting Aliens 
against Marines long before Rebellion 
launched their own flawed masterpiece! Like 
its better-known cousin, Aliens Online allows 
you to play either species, and the human side 
also offers a structured “fire team” play 
option. With a group of decent players, this is 
a blast and a half. 

The game's real attraction, though, is its 
atmosphere—the admittedly lower-res graph- 
ics still manage to wonderfully capture the 
claustrophobic, tense feel of an alien-infested 
ship, and I’ve lost valuable service points by 
killing another member of my own fire team 
because I'd been lost in the halls too long, 
getting more and more creeped out, and he 
suddenly moved in front of me. Not bad for a 
game with no retail box. 

Of course, this barely scratches the surface of 
what's actually available on developer servers 
and the smaller game networks. Have an 
obscure favorite of your own? Drop me a note 
at cvanous@cdmaq.com. 

Which reminds me... an upcoming Over the 
Net will feature people whose lives have been 
changed by online gaming. Maybe even you. If 
something significant has happened to you as a 
direct result of online gaming (“significant” = 
not just getting blisters on your mouse hand or 
once fragging someone who claimed to be 
Dennis Fong), I'd love to hear about it. 

Until next month, see you online! m 


Sprrog —CSoo: 


: ae 
a 


Fatt, 


interplay.corn/eVolfe 


time strategy 


CS. 


REPARE +@® EN+ER +HE NEX+ GENERATION 

@F REAL-FIME S+RAFEGY. HERE YOUTE = = | 
DEVEL@P A HER® +@ LEAD YOUR FORCES IN+@ . | 
BA++LE. SHARE YOUR ABILIFIES AND SPELLS 
WI+H SURROUNDING MEMBERS OF YOUR ARMY. 
AND DEVEL@P YOUR HER® AS Y@U EXPAND 
Y@UR EMPIRE. BECAUSE WHA+'S +HE FUN OF 
WINNING A BA++LE IF YOU D@N'+ KNOW WHE 
+@® CARRY OFF ON YOUR SHOULDERS? oo 


¢ COMBINE ELEMEN+S OF REAL-FIMESHRAFEGY 
AND RPG IN +HE FIRSt+ HER@-BASED RTS EVER. = = 
“BATTLES ARE LED BY UNIQUE MYS+ICAL ee 
HER®ES, NO FACELESS ARMIES. ie es 
e DEVEL@P Y®UR HER® +HR@OUGH SCENARISOS, 
CAMPAIGNS AND MUL+FIPLAYER GAMES IN A 
a ‘ MAGICAL FANTASY ENVIRONMEN+. 
@ | *FOCUS ON SHRAFEGY INSEAD @F BASIC | 
| IMPLEMEN+AFION WIFH AUF@MAFIC 
RES®URCE C@OLLEC+ION. a a 


Hii) 
’ 
u 

“ 


PEAS ano Poms hp Nin 
SESSA AeA 


FACE REALIS$IC COMPE+IFION CAS+ ®VER 92 UNIQUE MAGIC SPELLS § CHALLENGE UP + FIVE @+HER 
+HR@®UGH Al +HA+ D@ESN'+ CHEA+. AND SHARE +HEIR POWER WI+H +RO@PS WARL@RDS OVER +HE IN+ERNE 
WI+HIN YOUR COMMAND RADIUS, |  « 


CONTENT RATED BY 
ESRB 


METAL-MASHING COMBOTS TAKE TACTICAL 
BATTLE TO ENTIRELY NEW LEVELS. 


4 


‘. 


Pia eee 


nutes oe 


: 


SURFACE 


¥ 


UNDERGROUND 


© 2000 Psygnosis Ltd. Developed by Zono Inc. Metal Fatigue, Psygnosis and the Psygnosis logo are TM or ® of Psygnosis Ltd. All rights reserved. 


Efficient and balanced, 
Rimtech’s arsenal is a mix of 
kinetic and energy-based 
weapons. Katana swords and 


EMP torsos are just a sample 
of their repertoire. 


BN i oe 
Neuropa’s religious 
fanaticism drives them to 
acquire the alien Hedoth 
technology. The rotating 
electroblade arm and 
cammo torso are some of 
their divine inspirations. 


The Mil-Agro CorporoNation 
wields Its way with might 
and metal. The most 
primitive, they feature metal 
shredding tools like gigantic 
battle axes and Howitzer- 
equipped torsos. 
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Metal Fatigue lets you build and command behemoth combots. i 
Armed with parts like sonar legs, jet pack torsos and Gattling 

gun arms, you can fight for upgrades or simply sever your 

enemies limbs and attach them to your own forces. Best of all, “ 
you control units across 3 levels simultaneously in what has 
been described as part real-time strategy, part 3D action, and 
all together revolutionary. 
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news, rumors & first looks 


[above] Learning about the cataclysm. 


[right] A view of the Crystal. Very bad things will soon 
happen here.... 


A MYSTERIOUS FIGURE ENTERS THE TOWN RAVENSHORE, A MAJOR TOWN NEAR THE CENTER OF JADAME, A WILDLAND 
area mostly populated by creatures of darker races (Trolls, Dark Elves and Minotaurs). He creates a giant crys- 


tal monolith in the town square, which opens four interdimensional gateways on the corners of the continent 
that lead to the planes of Earth, Air, Water and Fire (each element has a tie to the elemental towns from Heroes 
of Might and Magic III). This causes “really bad things™” to happen, as each plane is drawn across the land. 


The prophecies of Jadama foretell a great cataclysm that will occur when these planes meet together crystal, 
wiping out all of Enroth. Guess what? It’s up to you to put everything right. 


So begins Day of the Destroyer, the latest installment game engines (and particularly all-new interfaces) 
of New World Computing’s venerable Might and usually lack. The game also works quite well ona 
Magic role-playing series, which should be on shelves : wider variety of hardware than more cutting-edge 
around the time you're reading this. Utilizing the titles, and perhaps more importantly old-technolo- 
same technology that powered the last two versions, | gy is usually well-debugged technology—the ver- 
it’s inevitable the game will suffer from the Tomb ' sion of the game used in this article never crashed 
Raider syndrome, that regardless of the number of or exhibited any weirdness. 

refinements, or of the all-new more complex and But Dickinson anticipates the same response many 
detailed storyline, some will say it’s not a “proper” reviewers gave to Might and Magic VII. “They can 
sequel because it doesn’t have an all-new engine. ! probably cut and paste the same paragraphs that 


Already people online are calling this game Might 
and Magic VI Part III. 
“It is a proper sequel,” says designer James 


criticize the technology,” he says. “But if we’re 
telling a better story, then we’re giving you a better 
game experience.” 


Dickinson. “We feel these last three games represent New World is developing an all-new engine for the 
a complete storyline, involving all three continents | _ next generation of Might and Magic, and it’s being 
of Enroth.” ; done simultaneously with the work on this game. The 


He realizes that being a 3D game, there a different plan is to release that game a year after Day of the 
set of expectations for it. “But this isn’t a first-person Destroyer, but the chance of delays increases greatly 


shooter,” he explains. “Jon Van Caneghem [the series’ | when you're working with all-new technology. 
creator] has always said that we don’t want to alien- _' (Unless you’re ION Storm.) 
ate the players who don’t go out and buy the latest, “Technology doesn’t make the sequel,” Dickinson 
greatest stuff.” says. “The story makes the sequel.” While conceding 
While playing Day of the Destroyer for a short | that technology can add to the game experience, he 
amount of time, it’s impossible not to wish for an | doesn’t think it’s the most critical aspect. “If you're 
improved engine. The sprite characters, while allow- | at the end of the game and you say to yourself, ‘| 
ing for larger numbers of characters than polygonal ' played all the way to the end, and that was a lot of 
units would allow, still look terrible up close. But at fun’, and the technology didn’t encumber you, 
The Dragon Hunters won’t be real | the same time, there’s a certain comfort level you which it won't, then | don’t think it’s an issue.” 
happy if you ally with the dragons. !_ get when sitting down with the game that all-new —Steve Bauman 
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PowerPlay 
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VALVE, CREATORS OF HALF-LIFE AND THE UPCOMING 
Team Fortress 2, and Cisco Systems, creators of 
about 80% of the routers and switches out there 
which move information around the Internet, are 
teaming up to do something about the poor perfor- 
mance of modem gaming on the Internet. They re 
creating a new standard called PowerPlay, which 
promises to make dialup gaming connections quite 
a bit more tolerable. 

Currently the companies are working on PowerPlay 
1.0, a proof-of-concept launch product which will 
show the public that some smart code along with ISPs 
handling traffic in a different way can make a dra- 
matic difference in how we play games on the ‘net. It 
will involve a free release of Team Fortress Classic that 
has been modified to with PowerPlay improvements, 
along with a free one-month trial with an unidenti- 
fied national ISP. They'll take feedback and experi- 
ments from this public showing and create the 
PowerPlay 2.0 standard; possibly adding features like 
voice-over-net, guaranteed bandwidth, and so on. 
PowerPlay 2.0 will be a set of standards, much like 
THX for home stereo equipment. If a piece of software 
meets certain criteria, it can be PowerPlay certified 
(for free). If an ISP has certain hardware in place and 
has it configured properly, it can get PowerPlay certi- 
fication as well. The same goes for consumer hard- 
ware like modems and home networking equipment. 

How does it work? It gets a little complex, especial- 
ly considering that Valve hasn't worked out all the 
details yet. Basically, when a packet leaves your com- 
puter, it has certain “flag bits” set, many of which are 
ignored by most ISPs. On the software side, 
PowerPlay-certified titles would set certain flag bits, 
and perform certain functions to help hide latency. 
On the ISP side, the hardware will have to pay atten- 
tion to these “PowerPlay packets” and treat them ina 
special way—giving them priority, making sure pack- 
ets aren't dropped, etc. The specifics of what will be 
required to be a PowerPlay ISP haven't been finalized 
yet, and neither has the software code, but both are 
steamrolling ahead. You'll be able to download the 
Team Fortress Classic demo sometime around March 
or April, and a Half-Life patch should be available as 


sanpuns 


Look for an in-depth look at Jane’s Attack Squadron in 
an upcoming issue. 


| 


well, so your favorite mods will get the PowerPlay 
treatments as well. At the same time, the ISP trial will 
be available, giving gamers a chance to try a 
PowerPlay game and ISP at once free for a month. 
Valve will make the PowerPlay 1.0 software code 
available to developers to possibly implement in 
patches to their games as well. 
PowerPlay is not a separate service like DWANGO was. 
It’s just a way of doing things over the regular Internet 
on both the software and hardware side that should 
improve how games play. If you dial into any 
PowerPlay-certified ISP, you can do everything you 
would normally do on the Net, but PowerPlay-certified 
games should play much better. Some ISPs might 
charge more for this, and some might not—it’s up to 
them. So how do Valve and Cicso make money? Why 
do all this work to just give it away? Well, it’s easier for 
both companies to grow their markets than it is to take 
over more of it, and they both believe that improving 
Internet entertainment the right place to start. 
Apparently, a lot of companies agree. The list of soft- 
ware developers pledging support for PowerPlay is 
impressive, including Bioware, Bungie, Captivation, 
Click Entertainment, Dyanmix, Ensemble, Epic, Gearbox, 
Looking Glass Studios, Outrage, Red Storm 
Entertainment, Relic, Ritual, Shiny, Valve, and Volition. 
According to Valve, more developers are calling them 
every day for more information about how to get 
involved, and so are ISPs. With any luck, this sharing of 
knowledge and dedication to improve how “packets 
move on the wire” will pay off in less than a year. Could 
it be that by Christmas 2000, playing on the ‘net with a 
56k modem won't feel like slow torture?—/ason Cross 
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You can try PowerPlay yourself this spring with free 
Team Fortress Classic and a free ISP for a month. 
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Direct Brait —No, we’re not 
kidding about this one. An alterna- 
tive to Force Feedback that works for 
your entire body, MotionWare is a 
“Direct Brain Interface” Device that 
triggers nerves to make you feel like 
you’re moving when you’re not, 
without mechanical parts. Using 
technology similar to that used to 


| treat inner ear disorders, the 
| MotionWare device uses a headset 


Motionware 


with three electrodes which induce a 
signal in the nerves that carry infor- 
mation from the inner ear to the 
| brain. This gives you as sense of 
translational or rational acceleration 
in a given direction. The company 
says that production units should sell 
for under $100, and could be avail- 
able in less than a year. While we’re 
certain the technology is more effec- 
tive than a vibrating joystick or a 
butt-jiggling Intensor chair, we want 
a really good firewall between the 
Internet and our brains. For more info 
on this intriguing and somewhat 
creepy technology, see 
www.vm3.com/MotionWare... Oj 
ds—Activision has 
announced it will be releasing 
Wizards and Warriors, formerly titled 
Swords and Sorcery, this fall. This 
RPG was developed by D.W. Bradley, 
the designer behind Wizardry V, VI, 
and Vil. In the game players must 


| 
| 
| 
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Where’s that 
Flight Sim? 


ON OUR “COMING SOON” PAGE LAST MONTH, WE TOLD 
you we'd have the scoop on the new flight sim from 
Jane's and Looking Glass. And indeed, the story is 
coming soon, but we've decided to put delay fora 
couple of issues in order to provide you with a more 
in-depth, hands-on story as more parts of the prod- 
uct come together. In the meantime, though, you 
can get the basics on Jane’s Attack Squadron in our 
First Look on page 34. 


take control of a party of six adven- 
turers in a quest to defeat the evil 
Lord Cet. To accomplish their goal, 
players must find the legendary 
Mavin Sword, a blade forged of twin 
' metals, one cursed by evil, the other 
blessed by the divine, which is the 
only weapon powerful enough to 
defeat Lord Cet. Activision promises 
about 120 hours of gameplay in this 
first-person fantasy RPG... 

e—Rage Software, which 
absorbed UK sim producer DID a few 
months back, is at it again. This time 
the purchase is of Briston UK-based 
Wayward Design Ltd., the 
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TRUE STORY: 


At a recent competition a 
young gamer (no names) 
was destroying his 
opponents with rapid kills, 
TTaley-jit-h'e-]e)(-Mre [ele qal tty 
ETaloMeoleicie-lavellaremela-tHti(e)1e 
Was he really that good or 
was he using cheat codes? | 
The authorities had to 


know. They interrogated 
him — then discovered his 


Razer Boomslang mouse. 
Within seconds, the young 


gamer was tossed out, 
Tate Mm dal-Mat-y4-lacelelil-\UV-v0| 
from the competition. 


Seems Razer gave him, 


“An unfair advantage.” 


Isn't that the point?! 


=AYC-TaYCelal-M-M (ele) diate aie) ar: | 
better weapon; one that 
allows for faster and more 
accurate gameplay. | 
But the Razer Boomslang 
is so superior to other | 
mice — using it is a crime. 
See for yourself. Just, : 
: don’t get caught. 


©1999, 2000 karna LLC. All Rights Reserved. karna, the karna logo, Razer, the Razer KoYefovm =Telelatir-lalem-lalem tar-m =eleluat-ii-lale i (ole lolr-le-M-l| mur-le(-ignt-19 cela ¢-late am On 
Soldier of Fortune* ©1999, 2000 Activision, Inc. Developed by Raven Software Corporation. Published and distributed by Activision, Inc. Activision’ is a registered 
trademark of Activision, Inc. Soldier of Fortune” is a registered trademark of Omega Group, Ltd. Battlezone 1! ©1997-2000 Activision, Inc. Battlezone is a trademark 
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(Special Edition) 


WWww.frazerzone.com 
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Order now 
and get a FREE 
copy of 


Visit 


for details! 
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COMPARE YOUR MOUSE TO RAZER BOOMSLANG 


_ STANDARD MOUSE 


350-400 dpi 
1-3 buttons 


1000 dpi & 2000 dpi 
| 4 buttons 
Exit to set sensitivity On-the-fly sensitivity settings 


18 pulse-per-revolution 
scroll wheel 


1.5 MIPS 
5" foot cord 


36 pulse-per-revolution 
scroll wheel 


6 MIPS 
7' foot cord 


BOOM )LANG 


The mouse with KiLLer InNsSTInNcTS”™ 


Order via 
www.razerzone.com or call toll free 
1.877.razerzone (1.877.729.3796) 
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are Corp. All Rights Reserved. 

1 Realms, the Forgotten Realms logo, 

TSR logo are trademarks of TSR, Inc., a subsidiary 
i . All Rights Reserved. BioWare and the 
ik Black Isle Studios and the Black Isle 
eserved. Exclusively licensed and distributed 
‘property of their respective owners. 
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crew responsible for S 
_ Hasbro/MicroProse’s upcoming B-17 
-- Flying Fortress II. A Wayward rep says 
- this sale won’t affect the release of B- 
17. However, Rage says Wayward’s 
future work will be on game concepts 
for the PlayStation 2 and “other new 
gaming platforms.” This is quite dis- 
appointing, as B-17 is a groundbreak- 
ing product for the PC platform... The 
X-Box Files—Microsoft still won’t talk | 
about it, but the company’s X-Box 
console gaming platform looks to be 
on the fast track for release. 
Developers we’ve talked to who’ve 
_ been courted by Microsoft to create 
_ products for the PC/Directx-based 
_ platform are enthusiastic about it, 
~ looking forward to the chance to 
_ develop games for a platform they’re 
_ already familiar with, but without 
having to test on hundreds of different 
_ hardware configurations... Unreal 
-Success—Epic Games recently 
announced that it has licensed the 
‘Unreal engine to Gold Creek 
Technology, LLC, for use in Second 
Genesis, an RPG being developed for 
release in the fall of 2001. “I’ve had 
the privilege to witness the growth of 
the Unreal tech from its first incarna- 
tions in the mid 90s to the rock-solid 
3D engine that now powers Epic’s 
Unreal Tournament,” says Paul 
Schuytema, chief creative officer at 
Gold Creek. “Needless to say, we’re 
very excited to have that powerhouse 
engine under the hood of Second 
Genesis. \t will allow us to truly create 
an immersive game experience.” 
| Schuytema was previously involved 
with Prey, a game that will probably 
_ be beaten to market by Second 
_ Genesis. With the signing of this deal, 
_ that makes for a whopping 16 games 
released or in the works using the 
Unreal technology... The Future of 
_ Online Gaming?—With all the talk 
about game distribution on the net, 


there’s been little in the way of actual 

playable product yet. One early effort 

which isn’t impressive as a game (the 

few decisions you’ll make are fairly 

_ gratuitous), but is dazzling technolo- 

_ gy-wise is The Multipath Adventures of 

_ Superman at www.Entertaindom.com. 
With impressive 3D graphics, >>> 


” me The Multipath Adventures of Superman 


Attack Squadron 


Flight Unlimited finally gets guns 


THE SIM ORIGINALLY KNOWN AS FLIGHT COMBAT: 
Thunder Over Europe has a new name, and a new 
emphasis. Once distributor Electronic Arts got a good 
look at the impressive quality of the game, it decided 
to release it under the Jane’s Combat Simulations 
label. This means the sim will now include (and bene- 
fit from) a full suite of Jane’s reference information 
on the subjects covered. 

In addition to the shift to the Jane’s label, the sim’s 
missions have been shifted to emphasize ground 
attack, getting you down on the deck to experience 
the detailed damage and explosion effects up close. 
Those more interested in strategic bombing, escort, 
and dogfighting need not feel neglected, though. 
Attack Squadron will include the full-blown mission 
editor used by the game’s developers, so you'll be 
able to create historically accurate missions for all the 
planes in the sim. 

And what a group of planes. Among the flyable 
fighters are the P-51D, P-47D, P-38L, FW-190 (includ- 
ing the long-nose D model), Spitfire Mk. IX, and the 
Bf-109G-6. On the high-tech front, there’s the Me-262 
and a real treat, the Me-163 rocket plane. (Crank up 
the realism and you'll get to deal with the dangers of 
the 163’s volatile fuel load.) Bomber fans will find the 


This too-close encounter between a B-17 and FW-190-D9 
illustrates the sim’s detailed damage model. 


B-17G, Ju-88, B-24D, and the Lancaster available— 
and you can man any of the bombers’ stations. 

As you'd expect from the company that did the 
Flight Unlimited series, the terrain looks awesome, 
there's great attention to detail throughout the game, 
and the flight models feel right on. The various 
planes aren't the most detailed we’ve seen, but that’s 
a welcome tradeoff for a very snappy frame rate and 
the potential for some crowded skies. Special effects 
even at this early stage are awesome, with unprece- 
dented explosion effects. 

With the addition of the Jane’s bonuses (including 
Combat.net support) and the shift to an attack 
emphasis, the game has been pushed back into the 
late summer timeframe. Look for our promised in- 
depth preview in an upcoming issue. —Denny Atkin 


Return to Castle Wolfenstein 


The triumphant return of B.J. Blazkowicz 


HE’S BACK, AND HE’S READY TO KICK SOME NAZI BUTT. 
Activision announced that it would be publishing a 
long-awaited sequel to the great-granddaddy of all 
first-person shooters, Castle Wolfenstein 3D. The origi- 
nal game was developed by industry giant id 
Software, and pitted the player against a World War 
ll-era Nazi menace in the role of William J. “B.J.” 
Blazkowicz. Return to Castle Wolfenstein will mark a 
return for B.}., but id Software will be handing over 
the developers’ reins to newcomer Gray Matter 
Interactive Studios, a development house largely com- 
prised of former designers from Xatrix Entertainment 
(creators of Kingpin and Redneck Rampage). 

id will still be overseeing the development of the 
game, however, and company CEO Todd Hollenshead 
seems confident that the game would receive a warm 
reception from the shooter community. “I’m sure that 
id’s fans and action game fans alike share my excite- 
ment with the announcement of a sequel to 
Wolfenstein 3D, the father of 3D action games and 
first-person shooters, and one of my personal all- 
time favorite games. There’s no doubt that Return to 
Castle Wolfenstein will be at the top of action game 
fans’ list of anticipated upcoming games.” As could 
be expected, the game will use the Quake /// engine, 
making it the fourth announced title to use id’s 
newest technological juggernaught. Hard details on 
the storyline and actual game images are not yet 
forthcoming, but we blew the dust off the original 
game to give you a feel for what you can expect in 
the sequel (plus or minus a few polygons, no doubt). 
Rumor has it that the plot will be teeming with 
“frightening tales of bioengineering and the 


occult”... sounds a lot like the typical college party. 

Activision's outlook towards the game seems 
quite optimistic—the company has made a 40% 
equity investment in the newly formed Gray Matter, 
with an option to acquire the other 60%. Nostalgia- 
loving shooter fans need only wait until Christmas 
to discover whether that optimism is well founded. 
—Benjamin E. Sones 


Images from the sequel are not yet forthcoming, but we 
can guarantee it'll look more impressive than shot from 
the original Castle Wolfenstein 3D. 
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superb animation, and a slightly 
interactive storyline, this free online 
adventure serial is a taste of things to 
come, and a welcome distraction 
while we wait on someone to eship a 
superhero game... ’s th 
same?—We mnie a nteditieted 
press release stating that Universal 
has started work on a feature film 
version of The Lion, the Witch, and the 
Wardrobe. We want to know where 
the computer game version is. The 
Chronicles of Narnia is a perfect set- 
ting for an RPG, even a massively 
multiplayer one. So c’mon, game 
industry, make C.S. Lewis proud... 
'D—Microsoft 
will be withing with: STD 
Manufacturing/Interact Accessories 
on a new PC game controller slated 
for release this fall. We know that’s 
not really exciting news, and we 
can’t tell you anything about the con- 
troller, but we just couldn’t resist the 
chance to use that headline. m 
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Source: Chips & Bits, Rochester, VT. Month of Jan. 1999 
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Heroes Ill - Shadow of Death 
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JUST WHEN YOU THOUGHT IT WAS OVER... JUST WHEN 
you were settling down for that long, long wait until 
Heroes IV... just when you were trying to bribe a friend 
into building you a custom campaign, New World 
Computing announces an unexpected treat: Heroes ///— 
Shadow of Death. 

Interestingly enough, Shadow won't be a true 
expansion pack. Instead, it’s a standalone product 
which contains the complete version of the original 
Heroes Ili—The Restoration of Erathia, some nice goodies 
from Armageddon’s Blade (including the campaign 
editor and elemental units), plus new artifacts and 
combat terrain types, 38 new individual scenarios, and 
a completely new campaign cycle with seven intercon- 
nected scenario groups. Fortunately, New World hasn’t 
tampered at all with the basic interface or engine, so if 
you tried Heroes Ili, you can form a pretty good idea of 
how Shadow will play. 

Set in the days before Restoration of Erathia, the 
game chronicles the rise of an undead army and the 
machinations of a power-mad necromancer. The race is 
on to collect a set of artifacts which, when combined, 
will form a handful of even more powerful (and, of 
course, utterly evil) relics. The good guys want the 
relics destroyed and the necromancer stopped. The bad 
guys want the relics for themselves and the world 
sucked dry of life. And lucky you... you get to play 
both sides over the course of the tale. 

From the beta version we saw, it seems that Shadow’s 
scenarios have a variety of difficulty levels, which should 


Triple Play 2001 
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THE TRIPLE PLAY BASEBALL SERIES FROM EA SPORTS HAS 
always been about style and flair. It’s never been 
billed as a hard-core simulation of baseball and the 
2001 edition looks as if it will stay true to form. 

New features this year include improved facial 
expressions, new camera angles, custom taunts, the 
ability to import your own face into the game, sig- 
nature player stances and mannerisms, a player edi- 
tor, new player models that give players more defin- 
ition, and several new in-game animations. The 
two-man booth of Buck Martinez and Jim Hughson is 
back again this year to call the action. 

Taking a page from NBA Live 2000, EA Sports has 
landed the exclusive rights to Major League 
Baseball’s 500 Home Run Club, as well as several 
other legends of the game. Stars such as Cy Young, 
Babe Ruth, Ted Williams, Willie Mays, Lou Gehrig and 
Jackie Robinson will be in the game along with sev- 
eral other great players from the past. 

Triple Play 2001 appears to be heading even further 
into the realm of arcade baseball by adding “novelty 
rewards’ for achieving certain feats on the field. 
Rewards include such things as power-ups, bonus 
teams, and “mystery” stadiums. (This sounds very simi- 
lar to the Madden Challenge from EA’s football title). 

Multi-season play is back again this year complete 
with a point (salary) cap, CPU trades, and a fantasy 
draft. There is no word yet on whether or not players 
will age and retire, or if new rookie players are to be 
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make this title more attractive to the casual Heroes play- 
er. (As much as we enjoyed Armageddon’s Blade, it was 
pretty darned tough all around.) The quests are diverse 
enough to keep the gameplay interesting—in one sce- 
nario, you might be hired for a straightforward “search 
and retrieve” mission, and in another you’ll be a wizard- 
ly student who is trying to escape from his arcane col- 
lege and become a barbarian. 

Since this is a stand-alone product, it will probably 
be priced higher than an add-on like Armageddon’s 
Blade, but the folks at New World have mentioned a 
rebate for current Heroes /// owners. At press time the 
game was set for an April release. —Cindy Vanous 


Underneath the new goodies, this is the same Heroes III 
we know and love. 


Sosa is out by a step. 


introduced in future seasons. 

Rounding out this year’s feature set are such items 
as Internet play (with a complete ranking system on 
EASPORTS.NET), Big League Challenge mode (where 
you compare your home run stats with other players 
online), and in-game overlay screens that track the 
location of a previous inning’s home runs. 

Triple Play 2001 is due to hit the field around the 
time you read this. —Wi/liam Abner 
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A “howdy” from Computer Games Kansas 


ell, the big move is over and I’m 
now settling in to what I’ve nick- 
named “Computer Games Kansas.’ 
My new digs are mostly set up, 
and I’m inordinately happy with 
my new computer/gaming room 
(aka the former master bedroom). I've finally 
gotten my boardgames out of nooks and cran- 
nies and set up in the “wall o’ wargames” 
along one hallway, and it looks like I'll end up 
with room for a table to actually play those 
wargames on. I’ve been around Ft. 
Leavenworth by car (it’s a beautiful post), but 
have yet to take the time to walk about, or to 
stick my nose in to any interesting places like 
the Command & General Staff College, the 


by Scott Udell 


now, and that B-17 //, Gunship, and Tank 
Platoon will be the company’s last sims... at 
least, until someone else makes a Diablo- 
esque splash in the sim world and Hasbro 
jumps on to the me-too bandwagon. 

What's this mean for strategy and 
wargamers? Well, one Hasbro contact men- 
tioned that an “unannounced” strategy game 
was killed off with the elimination of the 
Alameda studio. They won’t say for sure, but it 
looks like that game was the much-requested 
Master of Magic II. Hasbro claims that the next 
X-COM strategy game, Genesis (aka X-COM 6), 
is still alive, but chatter on the X-COM boards 
is that, since the entire development team (in 
North Carolina) was laid off, the game is 


It seems like it’s still a time of transition, 
especially in the wargaming world. 


National Simulation Center, or the juicy-sound- 
ing library. 

Unfortunately, I’m still too unsettled to 
generate any really deep thoughts for this col- 
umn (the readers heave a sigh of relief), so I'll 
fall back on that wonderful old standby, gam- 
ing gossip. By now you've probably heard 
about the cutbacks Hasbro made—some 2,000 
or more people laid off, including many from 
various MicroProse studios. (There’s some bit- 
ter irony that a toy/game company did this 
just as we were entering the Christmas sea- 
son.) MicroProse studios in Alameda, 
California and in North Carolina were closed, 
and most or all of their staffers laid off. (This 
leaves just the original MicroProse offices in 
Hunt Valley, MD open here in the U.S.) The 
biggest-name game team to get cut was the 
Falcon group. Indeed, “HasbroProse” has 
announced that it’s getting out of sims for 


essentially dead, at least in whatever form it 
was in. | guess we'll just have to hope it’s not 
true, but don’t waste to much time on it. The 
Computer Squad Leader (or whatever it’s 
going to be called) game is also being devel- 
oped in North Carolina, but apparently by an 
outside studio, so claims that it is still alive 
could well be true. 

The next bit of big news: Bob McNamara, 
Charles Kibler, Steve Langmead,Robert Waters, 
and Tim Kipp all left TalonSoft, as a group, in 
January. Anyone who's followed computer 
wargaming in the last four years or so knows 
that this mass departure rips the core out of 
TalonSoft’s in-house wargaming talent. The five 
landed at nearby BreakAway Games, developers 
of Sid Meier’s Antietam. The rumor that the five 
would be working on a Computer Squad Leader 
with BreakAway is, according to BreakAway 
head Doug Whatley, not true (although under- 


standable, as BreakAway’s Rifle Platoon is a 
game with a similar scale and setting). Whatley 
does say, though, that, they are negotiating 
with Hasbro on other wargames, particularly 
some of the Avalon Hill titles they'd be interest- 
ed in developing. Hasbro has come to agree- 
ments with outside boardgame developers 
regarding Avalon Hill titles, so perhaps there’s 
hope for the computer side as well. 

One of the group tells me it’s really a good 
thing, hopefully for them and for gamers. Fans 
of traditional TalonSoft wargames probably 
don’t have a lot to look forward to, however. 
Computer Games Magazine editor Denny Atkin 
spoke with TalonSoft’s Jim Rose about the 
future of wargames and TalonSoft. “We long 
term see the wargame market going full 3D,” 
Rose said. My response is “perhaps,” although 
| can only see this happening in tactical 
games (admittedly the currently popular 
scale). Note, too, that TalonSoft has removed 
any reference to wargames from its web site, 
instead categorizing its existing wargame 
lineup as either strategy games or simulations 
(several queries to TalonSoft reps about this 
have, as yet, gone unanswered). 

These statements, plus word from various 
insiders, cause me to suspect that traditional 
wargames as we've known TalonSoft to produce 
them are dead (at least from TalonSoft). They 
may still do wargames of a lighter, more mass- 
market style, and | expect they'll do strategy 
games and action/strategy hybrids, but | don’t 
think we’ll see too many more intermediate-to- 
hardcore wargames from them. Hopefully the 
company will prove me wrong. 

So it seems like it’s still a time of transition, 
especially in the wargaming world. As wargame 
editor you can bet I'll be following all these 
things closely. Don’t worry, strategy fans: even 
though Cindy Vanous has taken over those 
reins, I'll still be watching developments there, 
too, so you won't get short shrift here at 
Command Post. 
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Adding more flesh to online RPGs Be 
by Cindy Yans 


ime to camp the golem. Time to camp the 
golem. Time to camp the golem... “OK, 
this is it!” you say to your party. 
Excitement drips from every pore, 
drenching your mail with the salty good- 
ness of warrior sweat. After milling 
around the dungeon for 15 hours, picking off 
lizards, werebats and mondo-orcs like flies, 
over and over and over and over again, it’s 
finally your party’s turn for The Spawn. All 
bodies turn to face The Spot. “Are you sure this 
is where it spawns?” someone asks. A massive 
sigh echoes through the cavern. Oh, right. This 
is the guy who hasn't been sitting here for three 


bling finger right-clicks your mouse on its still- 
steaming carcass. You find...a fine steel 
broadsword. “Noooo!” you shout. “No 
Pulsating Rune of Diptheria.” A few obscenities 
fly. “Well, goodnight all. Er, good morning, 
that is. Next spawn in nine hours? See y’all 
then.” You pay your respects to the sprawling 
corpse of Adventurine. “No. They have the next 
spawn, says Weeniewhistle. All heads turn 
toward the offending other group. “Okay then, 
we Il take turns holding our place here. Who’s 
first? Cracklebane, did you sleep yesterday?” 
And so it goes. 

Most of you who have played Asheron’s Call 


The crux of multiplayer RPGs seems to be 


social interaction with other player charac- 
ters, rather than any real pursuit of a story... 


weeks waiting for a chance to kill the Blobbo- 
Golem. Be nice. “Yes. It is. This is The Spot. 
Really. Trust us,” you say wearily. 

Finally, there it is—900 feet tall and dripping 
motor oil—the golem you've all been waiting 
for. An arrow gets its attention. The warriors 
advance and pound mercilessly, trusting that 
the healers in the rear will keep them alive. 
Spellcasters rain yucky things upon its head. 
“I’m out of mana. Run!” shouts the main cleric. 
No. It’s been 15 hours. Running is out of the 
question. “A Blobbo-Golem bashes you for 150 
points of damage.” Ouch! Oh no! Adventurine 
has been killed! A few more hits. Yes! He falls! 
“A Blobbo-Golem has been killed by 
Nosferatuttifrutti.” After hours of dice-rolling 
and negotiation, it is unquestionably your turn 
to loot the kill. You approach the body. A trem- 


or EverQuest know the above drill to the letter. 
For those who have not, though, “camping” for 
a particular item has become one of the major 
activities in massively-multiplayer RPGs 
(MMRPGs), most notably EverQuest. It consists of 
waiting interminably for a unique monster to 
spawn (or forcing the spawn through often- 
tedious activities) and then hoping beyond 
hope that when it does spawn, that 1) your party 
is able to kill it with few casualties, and 2) that it 
is holding the coveted item—the Pulsating Rune 
of Diptheria in the above example. 

Is this fun? Most will agree that it is not. The 
crux of MMRPGs seems to be social interaction 
with other player characters, rather than any real 
pursuit of a story. Not to mention that quests as 
outlined are always being performed simultane- 
ously by the other 2,087 people on your server, 


and often take weeks of tedium to complete. 

With the advent of Neverwinter Nights and 
Aeropa, it is apparent that one solution to the 
problem of keeping a persistent storyline alive 
may be the addition of a living, breathing indi- 
vidual (in the form of a Game Master) to make 
real-time decisions on the fly. It would be so 
lovely if this could happen in the persistent 
worlds of the current batch of MMRPGs. From a 
universe without budget limitations, this is one 
scenario: Microsoft, Verant, and Origin (EA) hire 
scads of professional actor-gamer types at 
exorbitant salaries, creating a whole pool of live 
NPCs and assign them to play specific charac- 
ters on all of their servers. These characters have 
a database of all players and their stats and 
histories (quests completed, monsters killed, 
players killed, newbies killed). Players would 
interact with them in real-time and be reward- 
ed or penalized for their behavior (i.e. if a play- 
er had been killing quards—who also might be 
real actors—then they would lose cash or items 
and be generally “in disgrace.”) Players could 
also “hire” NPCs to lead them in story-related 
adventures, much as a GM would. Parties would 
enter dungeons that would spawn unique to 
them, eliminating camping, and all would be 
right with the world. 

What of the logistical, technical, and finan- 
cial nightmare of this idea? It would require a 
billion servers, time-zone considerations, NPCs 
working three shifts around the clock, replace- 
ment of questing or “busy” NPCs, and any 
number of other horrific snafus. But that’s not 
our problem, is it? Of course then The Spot 
would probably be next to a particular NPC 
instead of in a dungeon. “Me next! Me next!” 
And we stil/ wouldn't ever find that Pulsating 
Rune of Diptheria. 

E-mail me with your ideas about introducing 
storyline into the world of MMRPGs at 


cyans@cdmag.com. @ 
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gotta tell ya, guys, | swore up and down 
that | was not going to do another “sims 
are dead” column for at least six months. 
No, Denny, don’t accentuate the negative, 
| said. There’s so much cool stuff out there 
now. Sims are more sophisticated than ever 
before, and there are still impressive products in 
the works But the fact is, the talks I’ve had with 
sim developers are just damned depressing, and 
six months from now there may be almost noth- 
ing in development. In addition to all the pro- 
jects we've seen cancelled late in the develop- 
ment process (Jane’s A-10, MicroProse’s F-15, 
Sierra's Desert Fighters and Aces of the Pacific 1), 
the products that have come out aren't doing 
well. With the exception of Microsoft’s sims 
(which are very good, but their success is one of 
those wacky Myst-like occurrences), sales not 
only haven't been growing, they've actually 


Recruiting : 


Time to wake up and share the joystick “ 
by Denny Atkin < 
y 


need truly interactive flight instruction tutori- 
als. We need “easy modes” that are fun to play, 
not afterthoughts like the “casual mode” some 
games have. And we need missions with some 
of that Top Gun excitement, but without 
devolving into the silliness of MicroProse/ 
Zipper’s horrid Top Gun: Hornet’s Nest. 

The causes of these problems are legion. As 
hardcore users, many of us could care less 
about “easy modes.” We've encouraged devel- 
opers to give us all the depth they can, we'll 
figure it out. A bigger problem comes from 
marketing guys who are too gutless to try any- 
thing new. They’re afraid to green-light any- 
thing that doesn’t follow proven formula. So we 
get formula games, same-old same-old. | men- 
tioned to a well-respected sim producer recent- 
ly an idea to jump-start newbies into the genre, 
a sim that would bring you in as a recruit and 


Sometimes half of the trick is showing them 
that there are sims that are more exciting 
than Flight Simulator, and less intimidating 


than Falcon. 


fallen across the board from what I’ve been told 
by numerous developers. 

What's the cause of this? Too many sequels 
and games on similar subject matters, certain- 
ly. How many F-22 or WW II Europe sims will 
your average gamer buy? Empire’s MiG Alley 
was the first original take on the genre in a very 
long time (Desert Fighters would have been as 
well, alas). Also, sims have gotten ever more 
realistic, but at the expense of accessibility to 
new players. How many times have you talked 
to someone who doesn’t fly sims who says 
they’re intimidated by them, because of their 
complexity and the number of keys you have to 
learn? But all too often, the features that are 
there for newbie players just don’t cut it. We 


train you in Stearmans, T-6 Texans, and P-39s 
before sending you off to real combat. He said 
he'd pitched a similar idea in the jet era, only to 
be met by blank stares from a marketing type 
who couldn't understand why anyone would 
buy a game where you’d spend that much time 
not looking at pretty explosions. |’ve certainly 
given up hope we'll ever see my World War 3: 
1958 game, with B-36s and Century Series fight- 
ers battling it out against evil Red forces. And | 
won't even go into the apathetic lack of sup- 
port that sim developers tell me they’ve been 
getting from their marketing departments for 
the products that have shipped recently. 

So what to do? Well, we can hope that the 
upcoming Flight Sim Toolkit II from Simis is a lot 


better than the original—it certainly looks 
promising. Imagine a group of aviation enthu- 
siasts and sim fans set loose into game design, 
with no worries about getting past marketing 
committees or making profits off multi-million- 
dollar budgets. We could see some amazing 
projects, and some brilliant creativity. So let’s 
hope Simis does it right. Check out 

http://www, simis.co.uk/f-fst2.htm for more 
information on this intriguing product. 

The most important thing we can do is (read 
this in your best “Arlo Guthrie singing Alice’s 
Restaurant” voice) start a movement. It’s time 
to recruit new members to the hobby. Talk to 
your gamer friends who don’t fly sims, and 
invite them over for a flight. Sit them down in 
front of a mid-range sim like USAF or one of the 
old US Navy Fighters series games and talk 
them through a mission. Even better, if you 
have a home LAN, take to the skies with them 
and show them the ropes. |’ve found that it’s 
not hard to hook gamers on sims if you show 
them the basics, teach them how to land the 
darn planes, and help them work up gradual- 
ly—just like real flight instruction. Sometimes 
half of the trick is showing them that there are 
sims that are more exciting than Flight 
Simulator, and less intimidating than Falcon. 

Now comes the important part. Once you 
have your recruit hooked, take him or her to 
your local software store, or log them onto your 
favorite online merchant, and get them to buy 
a copy of said sim “so you can play multiplay- 
er.” You'll not only have done a good thing for 
one of your favorite segments of the industry, 
you'll also have recruited a new teammate for 
multiplayer gaming. And now the two of you 
can tag-team another victim, drawing him or 
her into our sim web. (Hmm, perhaps | need to 
do some reading on cult recruiting...) 

| know this sounds idealistic, but if you do 
this, and convince all your sim-playing friends 
to follow suit, and we get the “Computer 
Games Anti-Sim-Massacre Movement” going 
full force, it could very well result in enough of 
a sales spike—or at least steady-enough con- 
tinued sales—to make the bean counters give 
the genre a second look. m 
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ur upcoming game, Tropico, has more 
ambitious technical and artistic goals 
than our last game, Railroad Tycoon 
II. In order to meet the all important 
Christmas deadline for next year, 

we ve been hiring up a storm lately. 
OK, given our company’s small size, maybe its 
more of a tropical shower than a storm, but you 
get the picture. 

PopTop’s biggest problem in hiring people 
is our location. St. Louis, Missouri is well known 
for beer and baseball, but that’s about it. 
Certainly St Louis is no hub for the game indus- 
try. When we opened up shop, we doubled the 
number of local game companies. Whenever 
we talk to applicants from the west coast, we 
need to assure them that we have all the same 


Are you sure you want to work here? 


by Phil Steinmeyer 


related job. Her resume noted rather hopefully 
that she had helped a friend create her wedding 
invitations. And that was the strongest thing on 
her resume. She didn’t make the cut, despite 
the pleas of our other artists, who wanted to 
bring the model in for an interview and some 
serious gawking (yes, we’re all geeky high- 
schoolers at heart). 

Eventually, we got more specific in our ads 
and on-line postings, asking for either game 
industry experience or, for newcomers, some 
tangible attempt at professional level work—a 
modest shareware game for programmers, 
some art or 3D models for game plug-ins for 
artists. Our pool of applicants dried up. We still 
got e-mails from people who claimed to have 
loved games all their lives, wanted to work in 


I’d like to be a rock-star, but before | call 
a record company, I'll learn to play guitar. 


modern necessities that California does, 
including earthquakes, street gangs, and 
breast implants. 

Location aside, you'd think we’d be over- 
whelmed by qualified applicants, given that so 
many game players think that working in the 
game industry is the greatest job in the world. 
Well, we aren't, and it isn’t. 

The first few times | ran classified ads looking 
for artists, | had Utopian views of the hiring 
process. Our first ads basically asked for noth- 
ing more than artistic talent and an interest in 
games. Most of our applicants had neither. My 
favorite artist applicant was a 29-year-old “ex- 
international model”, who had apparently real- 
ized that she was rapidly approaching her sell- 
by date as a model. The problem was that she 
had never been to art school, had no art portfo- 
lio or examples, and had never held any art- 


the game industry for years, yet they had 
never bothered to take a couple of weekends to 
construct an add-on level for Warcraft, a skin 
for Quake, or a shareware version of Pac-Man. 
I'd like to be a rock-star, but before | bother 
calling a record company, I'll learn to play 
guitar first, and maybe even make a demo 
track or two. 

If you want a job in the game industry, 
here's some tips: 

Learn a skill, preferably 3D art or program- 
ming, the two most widely needed skills. Use 
that skill to construct a simple game or modify 
an existing popular game. 

Don't try to break in as a musician (far too 
many would-be musicians for far too few jobs) 
or a game designer (it just won’t happen, game 
designers are promoted from other positions— 
it’s not an entry level job). It is possible to 
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break in as a level designer however. 

Search on the web. Use the job boards on 
Yahoo.com, Monster.com, Gamasutra.com, and 
Gamejobs.com. These 4 seem to be the most 
widely used by game companies. 

Go to the Game Developer’s Conference—the 
big one is in San Jose, smaller ones are held all 
around the country. Look at gdconf.com-—this is 
the best place to make contacts. 

If possible, find a company that will survive 
more than 6 months. For your first job, work for 
either a big established company, or a smaller 
company with at least one published hit behind 
them. There are lots of startups planning the 
next big thing—if a company didn’t make at 
least a medium thing the last time around, 
they're unlikely to make a big thing on their 
next game. 

Persistence also helps. Our latest hire, 
Guillermo Garcia, initially applied about a year 
ago, but his game programming experience 
was a little light. He re-applied a couple 
months ago. | didn’t even remember his initial 
application (he reminded me of it after he was 
hired). The second time around, the demos he 
included looked much stronger, but my quick 
scan of his resume, catching his Spanish name, 
and some work he had done in Spain, made me 
think he was applying from Spain. Hiring a for- 
eign national involves a lot of expensive plane 
flights, interviews, and visa applications, and 
takes months, so | turned him down again, cit- 
ing the nationality issue. He politely pointed 
out to me my stupidity in overlooking his 
address, only about 10 miles from our office. 
He was already living locally and had all the 
necessary work visas. | sheepishly set up an 
interview for the next day, and was blown 
away by his skill and knowledge at the inter- 
view, and within a week he was working for us. 

Finally, if all this seems like too much work, 
then learn a couple guitar chords, get a weird 
haircut, and become a rock star. The pay’s bet- 
ter, the hours are shorter, and the groupies 
don’t have tape around their glasses. = 
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We dare you to experience flight simulation so real, it may as well be reality itself. 
We dare you to experience the new FLIGHTSIM YOKE from CH Products. 


You'll aviate, navigate and communicate right through conventional standards and 
climb to new heights of precision performance with absolute control of your elements. 


Take command of your destiny. Get real. Get FLIGHTSIM YOKE. 
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www.chproducts.com 


Look for our other gaming peripherals 
including joysticks, rudder pedals, 
gamecards, gamepads, and throttles. 


Chips&Bits, Datel Systems, Dominion Multimedia, Electronics Boutique, Fry's Electronics, Falcon Northwest, FlightSim Systems, FlightSim Central, 4 Cds, High Flight, 
J&R Computer World, Marv Golden Sales, Media Play, Micro Center (Mac Too!), Micro-Vu, Musicland, Outpost.com, PC Connection, R.C. Willey, RJ Cooper & Associates, T-Zone Inc. 
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This is not good. Chaos doesn’t work. 
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emember those old Koei games? They’ve 

finally been transplanted into the 215* cen- 

tury with Shogun: Total War—at least the 
combat portions. Anyone who hasn’t been 
around that long may have a more recent com- 
parison—it's impossible to play this Battle 
Trainer and not think that if the Samurai of the 
game were wearing skirts, it'd be Braveheart. 
Fortunately, this Alpha demo is more stable 
than Eidos’ execrable game. It has spectacular 
3D terrain and lots of tiny samurai units run- 
ning around killing each other. 

Shogun is Samurai warfare on an epic scale, 
with the full version giving you literally thou- 
sands of warriors in battles, with eight rival fac- 
tions and the usual intrigue, assassinations, 
subterfuge and honor that the era is known for. 


GE RE Real-time Strategy 
PU BL ISHER Electronic Arts 


REQUIREMENTS 
32MB RAM, 3D Accelerator 
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29: SAMURAI SPEARMEN 
FIGHTING (LOSING) > 
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The interface, which is clearly explained in this 
excellent demo, is quite simple. 

The demo features a number of tutorials that 
introduce you to some of the unit types and 
teach you some of the skills necessary to 
become a great Daimyo. You will then be able 
to put some of those skills into practice in a few 
small battles. There are three different battles in 
the “Learn from the past” tutorial, and it’s cho- 
sen at random, so you'll want to try it a few 
times to get your money’s worth. 

In order to progress through the various 
lessons, you must complete each of them suc- 
cessfully. This demo does not feature any ele- 
ments from the strategy part of the game, which 
includes assassinations, espionage, treaties, 
Strategic conquest and technological research. 

This game is spectacular to look at, and thus 
far, pretty spectacular to play. It has a setting 
that hasn't been done to death (at least recent- 
ly), a slick interface and appears to be a serious 
tactical battle simulator. 

Note: The README. TXT file points out the 
demo isn't final, that there is still a lot of work 
left to balancing the final game, improving the 
tactical effects of formations and terrain and 
tweaking the Al. 


The tutorial gives you solid tactical advice. 
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G Group 

Ctrl A Select entire army 

W Wedge formation 

C Close formation 

L Loosen group 

X Fix unit in that direction 

P Hold position 

S Skirmish mode 

F Hold formation 

Numpad -/* Camera tilt/elevation 
Numpad 1/3 Pan camera left/right 
Ctrl F Accelerate time 


J- KO /V A a a OF\' 


Place the CD disc in your CD-ROM 
drive. The disc will autoplay. If it 
fails to do so, right click on your 
CD-ROM icon (located in “My 
Computer”) and select OPEN. 
Double-click the “Install” icon. 


Still having problems? Send a 
description of the problem along 
with your system configuration to 
cgcdtech®cdmag.com, or mail a 
letter with the same information to 
the address below. If you have a 
defective CD-ROM, a replacement 
can be obtained by sending the 
original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 


GameRouter 


Share Internet connections at home 


xclusive to this month's CD is a special offer 

from the developers of GameRouter, a sim- 

ple-to-use and setup program that allows 
you to share a single Internet amongst multiple 
networked PCs. It replaces existing sharing 
software, such as Internet Connection Sharing 
from Windows 98SE and other proxy servers. It 
fully supports ICQ direct services (such as chat 
and file transfers, which often do not work 
behind a firewall). 

To use this program, you'll already need two 
machines networked together, plus an existing 
Internet connection that can either be a 
modem, ISDN, DSL or a cable modem. Once 
installed, you can use its simple configuration 
program to share your Internet connections. 

The program's developers are offering a free 
two-user registration for the program to read- 


ers for a limited time. For more information, 
head to the web and visit 
www.gamerouter.com/cgm. 


Command & Conquer: Firestorm Add-on Level 


Check out this exclusive multiplayer map 


elcome to “The Pit,” a 2-4 player Arctic 

map. It is set up in three levels, with the 

players all at the highest elevation and 
the majority of the money in the lowest level 
(the pit). The starting positions are fairly 
equal, with some bottlenecks allowing for 
the strategic use of new units such as the 
limpet drones. 

Note: The map only works with Command & 
Conquer: Firestorm. To use it, copy the file 
“thepit.mpr” from the folder FIRESTORM on the 
CD into Firestorm directory on your hard drive 
and it'll be ready to go. 


from the upcoming add-on 
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Our base is progressing nicely. 


Metal Fatigue 


Mixing and matching 
battling (com)bots 


t first glance, Meta/ Fatigue looks like a 
rather conventional 3D real-time strategy 


game. Its 3D terrain and resource model are 
reminiscent of Tota/ Annihilation. \ts three 


GENRE 


Real-time Strategy 


R- Psygnosis 


~ REQUIREMENTS pentium 200, 32MB 
RAM, 3D Accelerator 


Above the surface of the planet. 


K UM VAIN Db 


Set/retrieve Bookmark 
Robot config 
Set/recall Group 
Game speed up/down 
Select all onscreen units 
Ranged attack 
Tether 
Stay 
Patrol 
Pursue 
Attack 
Stop 
Guard 
Melee 
Change level 
Zoom in/out 
Pitch camera 
Center on base 
Face North 


somewhat distinct sides aren’t up to par with 
StarCraft. The camera control is straight out of 
Myth. You have your standard-issue fog of war 
and only a small handful of vehicles: tanks, 
artillery, a missile car, two kinds of planes and 
a hover truck to gather resources. 

But hold on. Check out the demo—in addition 
to regular units, you can build giant robots (or 
Mecha, or whatever). These 3D models not only 
look cool, but you can mix and match parts on 
them: they're a set of legs and arms and a torso. 
Research gives you additional pieces, and even 
cooler, you can find discarded pieces in the field 
and either return them to your base or attach 
them to your ‘bots on-the-fly. 

In addition, there are three surfaces to con- 
tend with (which, in practice, may be two too 
many): you have the surface, underground 
(rich in resources, and good for sneak attacks) 
and orbit. 

Note: The demo is a beta, but we noticed no 
stability problems. And be sure to check out the 
tutorial, which is quite comprehensive. 


Mining some metajoules. 


Urban Chaos 


Fighting/adventuring 
that doesn’t suck 


ounded by former Bullfrog people who 

worked on Syndicate Wars, it should come 

as no surprise that Mucky Foot’s Urban 
Chaos takes that games living city concept a 
step further, delivering a surprisingly good 
combination of third-person 3D fighting mixed 
with adventure elements. The resultant game is 
an entertaining hybrid. 

It's the near-future (actual, sorta the pre- 
sent), and the cities are in chaos. You're a 
cop named D’Arci (or a vigilante named 
Roper) dedicated to thwarting the efforts of 
a religious cult bent on taking over the 
town. The demo gives you one sample of the 


~ GENRE Action Adventure 


Eidos Interactive 


QUIR ENT S$ Pentium 233, 32MB 


RAM, 3D Accelerator 


Face off against multiple bad guys. Take that, 
Virtua Fighter 2. 


30 missions available in the full game, and 
one thing is clear; there’s more than one 
way to complete it. In fact, you're forced to 
try different approaches, because you only 
have four minutes to complete the demo 
mission (one hint: take to the rooftops). 

But the demo really isn't a great indicator of 
the final game. The demo mission is too hard, 
and the time limit doesn’t give you much time 
to explore. And that’s where the game, and its 
living city, come into play. You can wander 
around and bust people, beat up innocent civil- 
ians and generally break stuff. There’s lots of 
interactivity, really good graphics... hey, this is 
a cool game. So check it out. 


They’ve got you in their sights... better 
consider ducking. 


x OMM AN 


Movement 
Punch 
Kick 
Action 
Run 
Jump 
Start 
Select 


TZAR: The Burden of the Crown 


It’s a new age, one that’s full of mighty empires 


t's impossible not to immediately think of 
Age of Empires when sitting down to play 
TZAR: The Burden of the Crown. Not that this 
is a bad thing. TZAR adds a fantasy twist to its 
pseudo-historical setting. The magical king- 
dom of Keanor has become overrun by evil 
forces. The palace lies in ruins, the imperial 
guard is scattered, and the people are scared 
and you, of course, get to step in to straighten 
things out. You'll recruit and train armies 
loosely based on historical races and composed 
of such mundane unit types as knights and 
archers or such exotic creatures as dragons, 
undead and jinni (more fantasy games need 
flying carpets!). You'll also be able to build 
weapons or train magic-equipped wizards. 
The demo gives you four single player mis- 
sions. The intro mission teaches you the 
basics, and can probably be skipped by any- 
one with even the barest experience playing 
these games. Two random maps are also avail- 


THE Coops ee 


GENRE real-time Strategy 
PUB LIS HER  TalonSoft 


REQUIREMENTS. pentium 200, 
32MB RAM 


INSTALL SIZE 162m8 


The seeds of a colony. 


errerrrremmmmmmmmes |) 1. 


GENRE strategy 


REQUIREMENTS. pentium 100, 


16MB RAM 


able, which can be played either solo or in 
muliplayer, as is an actual mission taken from 
the single-player campaign. 

The full game will come with 25 missions 
that you can play either individually or ina 
campaign mode. The maps will feature a vari- 
ety of environments, complete with changing 
climates that affect gameplay. To add a bit of 
spice wild animals, magical artifacts and ruins 
will dot the landscape. 


[above] Hmm, look vaguely familiar? 


[below] Yow, that’s blinding snow. 


This colony is so advanced it’s producing jugglers. 


Interactive). But the game essentially remains 
the same—it’s a classic empire builder in the 
Civilization mold. Or Colonization. Or Caesar. 

Needless to say, you've seen a lot of what 
this game offers before, but there's still plenty 
of cool stuff here. The game is set in 1602 (duh), 
and you and a small band of fellow voyagers 
set sail for a new life and New World. In most 
scenarios, you need to establish a colony while 
dealing with the usual problems: expansion, 
diplomacy, production, trade and war. 

The demo includes three scenarios, one of 
which is a simple tutorial that should get you 
up to speed and on your way toward conquer- 
ing the world. 


Conquering the world 
for fun and profit 
lready a smash hit in Germany as Anno 


1602, the US version of the game gets a new 
name (1602 A.D.) and a new publisher (GT 
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Allegiance 


Spaced out massively 
multiplayer combat 


llegiance is a multiplayer outer-space com- 

bat game from Microsoft Research. Played 

mostly over the MSN Gaming Zone (you can 
set up your own servers), you can fight in mul- 
tiplayer deathmatches or pledge Allegiance to 
one of three unique factions and join a 
squadron. The game also includes 18 different 
fighters, 20 weapons types, 16 capital ships and 
you can even build your own space stations in 
worlds full of asteroids, planets, novas, nebulae 
and naturally occurring wormholes. 

Gamers can play a variety of roles, from 
scouts and fighter pilot to turret gunner and 
bombers. You can also become a commander 
and view the action from overhead, helping 
direct the forces. The game has a technology 
tree, allowing you to research new and interest- 
ing weapons, and forcing you to protect your 
mining and building drones. 


re ee: 
GENRE Multiplayer Space Combat 
PUBLISHER Microsoft 


REQUIREMENTS 
32MB RAM 


INSTALL SIZE 193ma 


Pentium 233, 


Into the fray.... 


Plan things out from this screen. 


The demo includes some offline single-play- 
er tutorial missions so you can get accustomed 
to the game before heading online. 

Note: This is a beta of the game. You'll need 
a Zone account to play online. 


The space ships look remarkably like 
modern aircraft. 


K MM AN f 
Yaw 
Rotate 
Toggle auto-pilot 
Fire weapon/missile 
Throttle up/down 
Combat 
Command 
Inventory 
Invest 
Team 
Nav 
Target 
Weapon 


LOSix 


Real-time combat with mil- 
lions of friends and enemies 


amed for its ambitious goal of hosting a 

million players, 10Six is essentially a 3D 

real-time strategy game with a first-per- 
son component, the balance of which is not 
unlike a Battlezone or Uprising. But it’s mas- 
sively multiplayer on the HEAT Network, with 
an economy for its resources, which you can 
trade or pilfer in combat. 

You choose one of four corporations (which 
gives you immediate allies), select a homestead 
and build up a home base. Initially you’re pro- 
tected from attack, but you can only grow so 
much with the limited resources of your home, 
and then it’s time to attack your neighbors. 
Once you do that, you open yourself up for 


GENRE real-time Strategy/Action 


P UBLIS HER publisher SegaSoft 
REQUIREMENTS 


RAM, Internet Connection 


INSTALL SIZE coms 


Pentium 200, 32MB 


Starting up your base from overhead. 


retaliations. Since the action goes on even when 
you re not there, you'll need to build up 
defenses and establish protection alliances with 
other players. 

One interesting aspect of the game is that 
objects, called Jitters, can be bought and sold, 
both within the game and outside of it. How 
they balance what can be done within the 
game, or what can just be purchased by people 
with lots of cash, will be interesting to observe. 

Note: When you install the game, log on to 
the HEAT Network at www.heat.net to play it. 
You ll need to create an account, and you'll 
probably need to download a significant 
upgrade to the core program. 


Checking out the neighbors... yuck, the urine world? 


K UMM AN DD 


Forward/back 
Slide left/right 
Turn left/right 
Jump 
Pan up/down 
Level camera 
Toggle attack/select mode 
Toggle select in attack mode 
First/third-person toggle 
Tactical map 
Next weapon 
Help 


This can’t be good. 


NASCAR Racing 3 


Turning left is rarely 
this entertaining 


he latest iteration of Papyrus’ long-run- 
ning NACAR Racing franchise is here, and 


while it doesn’t utilize the superlative 
physics engine from Grand Prix Legends, it 
does represent a refinement from the last edi- 
tion. The game gives you 45 of your favorite 
Winston Cup and Busch Grand National dri- 
vers competing on 28 tracks, including the 
Indianapolis Motor Speedway, all updated to 
reflect the 1999 season. Improvements are 
mostly related to visuals, with Direct3D sup- 
port that greatly expands the previous ver- 
sion’s software or 3Dfx Glide modes. 

This demo is restricted to a maximum of a 
10% race length on two different tracks (New 
Hampshire and Texas Speedway). While you 
can play the game with the keyboard, you 
really need a good analog joystick or steering 
wheel to get the most out of the game. 

So put on your driving clothes, sit down 
behind the wheel and turn left. A lot. 


This really can’t be good. 


sre See 
GENRE racing 


~ PUBLISHER sierra 


REQUIREMENTS. pentium 200, 
32MB RAM 


INSTALL SIZE came 


Test Drive 6 


Is that a Viper in your game, or are you happy to see us? 


London in the latest edition of Infogrames 

signature Test Drive series. While it’s obvious 
the game is trying to move toward the features 
of Electronic Arts’ Need for Speed series of 
games, well... try for yourself and judge. 

The demo only allows you to drive a Dodge 
Viper, but the full version has a bunch of other 
exotics, including a Lotus GT-1, Shelby Series 1, 
Plymouth Prowler and Jaguar XKR. 
Manufacturers include Dodge, Plymouth, 


|: a drive through an unusually hilly 
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Left/Right Steer left/right 
Up/Down Accelerate/brake 
Space Handbrake 

Cc Camera 


Se 
GENRE racing 


PUBLISHER  infogrames 
REQUIREMENTS. pentium 233, 32MB 


RAM, 3D Accelerator 


INSTALL SIZE zens 


The legendary hills of London. 


Macros, TVR, Jaguar, Aston Martin, Subaru, 
Caterham, Nissan, Audi, Venturi, Panoz, Lotus, 
Shelby, Toyota and Ford. It also has a total of 11 
tracks, all thematically linked to different parts 
of the world, including Paris, Egypt, Hong 
Kong, Maui, Rome, lreland, Tahoe, England and 
the Caribbean. The game has cops (as does the 
demo), but they don’t seem to do much. 
There’s cross traffic, but alas no damage mod- 
eling. Still, why not check it out? 


Tread Marks 


Who hasn’t wanted to 
race tanks across alien 
landscapes? 


read Marks is a weird combination of tanks, 
| racing and deathmatching. The 

demo lets you sample single and multi- 
player in multiple game modes, including 
racing and combat. The control is a little 
weird, and the physics make it feel a bit like 
Monster Truck Panzer Elite. \f there’s every 
been a game with the tank in a full power- 
slide, we haven't seen it. 

While the game sorta provides the answer 
to a question no one asked, it does serve as a 
nice showcase for gratuitous 3D accelerated 
effects, and as such is likely destined to be 
packed in with every videocard in existence. It 
also has tons of options of for tweakers, 
servers for multiplayer gamers and pretty 


SE 
GENRE Tank Racing 


PUBLISHER Longbow Digital Arts 
REQUIREMENTS 


3D Accelerator 


INSTALL SIZE seme 


Pentium, 


~AST OO:00 BEST CO 


Ooh, pretty colors. 


much every single doo-dad that lights a fire 
under all of those people who talk about 
engines and never mention gameplay. At least 
Tread Marks is pretty entertaining, in that 
Incoming sort of way.... 


OM MVM AN I 

Left/Right Steer left/right 

Up/Down Accelerate forward/backward 
Space Fire 

,/. Rotate turret 

M Turret view toggle 

Delete Camera mode 

L Mouse look 

TAB Rank 
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Killer Loop 


Run away! It’s deadly! 


n this undeniably stunning-looking WipeOut 

“inspired” game, you take control of a 

Tripod, a weird racer that rolls on friction- 
balls. You roll around graphically amazing 
tracks attaching to walls, ceilings, you name it, 
picking up powerups, shooting friends... the 
usual WipeOut formula. If you drive through the 
green colored thingees, you speed up, and if 
you drive through the orange colored thingees 
increases your ability to attach to surfaces. 
Driving over the pink pyramids gives you 
offensive and defensive weapons. 

This is a beta release of the demo (though no 
problems popped up during our testing), and it 


x OMMAN D 


Steer left/right 
Slide left/right 
Accelerate/Decelerate 
Use bonus 
Magnet 


PUB LISHER crave Entertainment 


REQUIREMENTS. pentium 166, 32mB 


RAM, 3D Accelerator 


INSTALL SIZE. 


MindRover 


Yow, the world just got a lot more colorful. 


allows you to race on the Hawaii track in time trial 
and championship modes. The full version of the 
game will include eight tracks, over 12 tripods 
(some secret), along with different race modes. 

If you have a 3D card, check out this demo. 
And pick your jaw up off the floor. 


OOOrm 


Get ready, get set.... 


[above] The programming language is very visual 
and straightforward. 


[left] Launching a rocket... | made it do that. 


Programming is fun... when you can blow stuff up 


indRover is a 3D strategy game where you 

use a visual programming language to 

program robotic vehicles to complete sce- 
nario tasks. You need to select a chassis, equip 
it with various sensors and weapons, then pro- 


REQL 
RAM, 3D Accelerator 


gram the behavior of all of these things using a 
simple point-and-click interface. Once you're 
done, you send it into a 3D arena to either do 
battle, race or just navigate. 

There are two pre-made vehicles included in 
the demo, which you can examine and modify 
to learn more about programming. The first 
vehicle is called Hover_Sumo and can be found 
in both the Battle and Sports scenarios. The 
second vehicle is called Hover_Blaster and can 
only be found in the Battle scenarios. This vehi- 
cle uses a rocket launcher which is not legal for 
the Sports scenario. You may also want to do 
through the tutorial—press <F2> to have the 
lessons pop-up. 


The dreaded “head in the lake.” 


Clans 


It's beginning to look 
a lot like Diablo... 


he demo of this, shall we say, Diablo-esque 

role-playing click-a-thon gives you a taste 

of exploring many non-scrolling and simi- 
lar-looking screens while madly clicking mon- 
sters. You're Leayandor, the leader of the elves, 
and you're given a sword, a fireball spell and a 
little bit of health; this game is hard. You'll die 
a lot as you move around killing things. You’ll 
want to find a cave, then talk to some dude in 
a lake. He'll teleport you to his house, where 
you can continue the adventure. 

Clans features 16-bit graphics, real-time col- 
ored lighting effects, and multilayered 3D 
graphics. The full version has multiplayer sup- 
port, both cooperative and deathmatch, for up 
to four people. 


Abilities & 


The demo allows you to choose any character, 
as long as it’s an elf. 


GENRE Role-playing Action 


PUBLISHER Strategy First 
REQUIREMENTS pentium 133, 
32MB RAM 


INSTALL SIZE 25mp 


BUILD AN EMPIRE - 
ONE. GALAXY -AT A TIME. 


“'..one of the most detailed, in-depth, far 
reaching space conquest games ever.” 


me olem(elamerelan ~ < Bet_iawnews 


imperiumgalactica.com 


Wage intergalactic imperial 
war. Build and manage an 
enormous interstellar empire. 
Featuring four full CDs of 
Hollywood-quality cinematics, 
state-of-the-art gameplay and 
a ground-breaking game inter 
face, IMPERIUM GALACTICA II- 
- ALLIANCES offers hundreds 


Epic intergalactic action! Build and defend Use any means necessary! Gain universal | Of hours of epic empire-building 
your empire on 80 different planets! supremacy with diplomacy and espionage! action. 


Savage real-time battles! Engage the enemy 
in space and on planet surfaces! 


Imperium Galactia 2™ © 1998 GT Interactive Software Corp. All Rights Reserved. Developed by Digital 
Reality. Published and distributed by GT Interactive Software Corp. GT is a trademark and the GT logo ot ’ 44 = 
Animated Violence is a registered trademark of GT Interactive Software Corp. Digital Reality and the Digital Reality logo (ae | Vy GT Interactive 
are trademarks of Digital Reality. All other trademarks are the property of their respective companies yi stl Sk A Software 
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t’s a daunting task to pick the standout 

games in any given year, and 1999 was no 

exception. When compiling our list of the 
Best Games of 1999, we realized a few things: 
there were a large number of high-quality 
games deserving mention, and it’s getting 
incredibly difficult to put many games in neat- 
and-tidy genre categories. 

But we persevered and created a list of the 
best games released in the US during 1999. Our 
ever-expanding roster of full-time editors then 
discussed the list to whittle down the list to 
three games per genre. 

There were heated discussions in many of 
the categories, and all our writers as always 
provided plenty of valuable contributions. 
After weeks of revision and discussion, we were 
finally able to come up with a list of Winners 
and Finalists that we’re all happy with. 

Oddly enough, one award was clear from the 
very beginning: Game of the Year. There was 
almost no discussion in this category; a game 
was picked, and everyone nodded in agree- 
ment. This should tell you something about 
that game’s quality. 

So without further ado, Computer Games 
Magazine presents the Best Games of 1999. 


DEVELOPER: IRRATIONAL GAMES * PUBLISHER: LOOKING GLASS STUDIOS 


eveloper Irrational Games had the unenviable 

# task of following-up System Shock, a game 
considered by many to be the best first-person, 
single-player 3D game of all-time. The talented 
team (comprised of many original Shock mem- 
bers) delivered the goods with the cleverly named 
System Shock 2. \t brought the original’s innova- 
tive hybrid gameplay into the modern ages, 
improving the interface and generally tweaking a 
formula that was way ahead of its time. The end 
result is our “Game of the Year” for 1999. 

Normally a game that tries to mix elements 
VAKOLLUMUALOUL) ell ane (tan c-aeecUCalombal Colnago!) 0) Mm (cw of- 1b 
ancing those elements can become quite a 
challenge. System Shock 2 handles it with 
aplomb, furthering the irrelevance of categoriz- 
ing games by genre. Is it an action game? Role- 
playing? Adventure? The answer is “Yes,” and 
while other games have tried mixing these 
types of elements, none have done it as seam- 
lessly. It has the “puzzles” (mostly consisting of 
hacking computers onboard the spaceship) and 
depth of storyline and of an adventure game. It 
taps into the primal fear of being left alone, 
with only the disembodied voices of your fellow 


crewmen and the screams of various mutated 
hybrids to keep you company. While the pre- 
rendered cutscenes are at-best mediocre, the 
in-game plot events are superb, and so 
smoothly integrated into play that you never 
feel jerked out of the action. 

The sequel continues many of the themes that 
characterized the original. Once again, you are a 
pawn in a battle of titans, modified with cyber- 
netic implants and stuffed away to heal up in 
oh g Lolo [4a] [om (0) ¢-e (ma -V ale Mela la -m-Vet-VL aM Ze) 0 Ue ¢- 
popped out of your sleepy time to face a world 
gone mad. The levels are full of various robots, 
gun placements and mutated hybrids, giving 
you plenty of things to kill with either your 
weapons or your psionic powers. The combat 
isn't as viscerally intense as something like 
Unreal Tournament, rather, a significant amount 
of your fighting consists of peeking around cor- 
ners and sniping at security cameras, or blasting 
cyborgs from a reasonably safe distance. Along 
the way, you'll have to use your first-person 
shooter skills to run, fight and hide, and though 
the action is occasionally fast-paced, it’s more 
often tactical, placing a premium on thought 


rather than on reflexes. 

While action adds 
plenty of excitement and tension, role-playing 
elements usually give a game depth, a feeling 
you're part of the game rather than just an 
observer. There’s plenty of role-playing in 
System Shock 2, enough to make it competitive 
in that genre as well. While there’s nary an orc in 
sight, fans will find plenty of character statistics, 
like strength, endurance, and agility, technical 
skills like hacking, research, and repair, and 
offensive abilities like standard and energy 
weapons. You can also develop psionic abilities, 
which are akin to magic spells in a fantasy game. 

Ultimately, System Shock 2 is not only the 
best game of 1999, it’s also the best single-play- 
er 3D game to date, eclipsing not only its prede- 
cessor but also more recent fare like Half-Life by 
delivering more depth in both its gameplay 
mechanics and storyline. The overall experience 
is a game for the ages, one that delivers a strong 
vision, focused design and plenty of thrills and 
chills. If you didn’t buy this game—and consid- 
ering its sales figures, many of you didn’t—you 
missed out on the best game of 1999. 


delipact 
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DEVELOPER: DIGITAL EXTREMES & EPIC GAMES ¢ PUBLISHER: GT INTERACTIVE 


199 pd the release of two games that 
represented a new approach to 
first-person action games, the single-player 
deathmatch game. While the structure of the 
games is nothing new—they re really classic 
fighting games mixed with 3D shooters—they 
represent a move toward better differentiating 
single-player and multiplayer experiences. 

That’s not to say that Unreal Tournament 
doesn't have a solo game. While its primary 
competitor, Quake II] Arena, was a terrific mul- 
tiplayer game and will stick around not so 
much because of what’s in the box but because 
of the efforts of the community to fill in its 
many holes, Unrea/ Tournament delivers meaty 
solo and multiplayer out of the box. While lack- 
ing the narrative structure and “get to the end 
of the level” style gameplay the genre is known 
for, it has an amazing wealth of options. 

It includes more multiplayer game types, 
maps and player models than any other game 
released—and all are playable in single-player 
against computer-controlled bots. While battling 
against bots is surprisingly entertaining (and 
incredibly challenging on the higher skill levels), 
ultimately all of that solo play is really practice 
for going online and competing against fellow 
human beings. We (rightly) took the original 
Unreal to task for its poor Internet performance, 
but Unreal Tournament finally equals the perfor- 
mance of id’s Quake games over the Internet. 

While it’s not surprising that Unrea/ 
Tournament would prove to be a superior mul- 


RAINBOW SIX: ROGUE SPEAR 
Whether or not it has a book tie-in, this is still the 
most engaging tactical action game in existence. 
(Red Storm Entertainment) 


RAYMAN 2 

This marvelous non-violent action game is a delight 
for fans of run-and-jump gameplay—a Super Mario 
64 minus any limbs. (UbiSoft) 


tiplayer game, it is surprisingly satisfying as a 
solo game, making it less one-dimensional then 
expected. Its sheer quantity of options and 
gameplay styles, coupled with its beautiful 
graphics and intense gameplay, makes it the 
best action game of the year. 


HOMEWORLD 

Relic takes the genre into deep space with this inno- 
vative true-3D combat game. They pulled off a com- 
plex control problem with aplomb. (Sierra) 


STARFLEET COMMAND 


Developer Quicksilver avoided the curse of the Star 
Trek game and produced a game of remarkable 
depth coupled with simple mechanics. (interplay) 


DEVELOPER: ENSEMBLE STUDIOS 
PUBLISHER: MICROSOFT 


ge of Empires Il: The Age of Kings is the 

breal-time strategy monarch, a near-per- 
fect sequel that keeps the fun stuff from its 
predecessor while addressing every single one 
of its problems. On top of that, it has new fea- 
tures that make it easier to play and gave it 
deeper strategic options yet do not really 
make the game more complicated to play. 

The game remains essentially the same. 
Despite its having little basis in reality, the use 
of historical races and figures really adds 
depth to the usual real-time strategy tasks. 
The game has 13 different civilizations, and 
each has a different part of the technology 
tree available, and they all have at least one 
unique unit. The game is marvelously bal- 
anced, with each civilization having its own 
style of play. 

As in the original, you still send out vil- 
F-Xo{-a ecm come (-Utal-4 an felele Gum Melero Ome fo) (er Uale Mice )al a 
which allows you to establish an infrastructure 
and economy. You need to constantly research 
new technology and advance through various 
historical ages. But when all is said and done, 
the game is really about combat, and that’s 
the are in which the game excels. Units fall 
into neat formations, there are tons of little 
things that make it easier to manage your 
battles (gather points, garrisoning troops and 
villagers in buildings). 

Overall, Age of Kings is an outstanding 
game, with a fantastic visual style, superb 
vo)E-bvas oy-VE-Calel bare mr-tale Mm hareag-xe Ube) [-me(-4 oltam-Vale| 
playability. Unlike its predecessor, it’s less of a 
click-fest and more of a true strategy game, 
closer to the marriage of Civilization and 
Warcraft its always superficially resembled. It 
may, in fact, be the best real-time strategy 
game ever made. Indeed it’s really good to be 
the king. 
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DEVELOPER AND PUBLISHER: SIERRA 


ane’s Jensen’s unusually (for games, anyway) 

literate and well-researched adventure series 
makes it debut in another dimension, the third 
(as in, “It’s 3D”). It’s ostensibly a story about 
vampires, but as with the previous award win- 
ning games in the series Sins of the Father and 
The Beast Within, it’s a lot more—those looking 
for a horror-movie-esque vampire extravaganza 
loaded with grisly scenes of fangs and blood, or 
even Anne Rice, will probably be disappointed. 

However, history fans are in for quite a treat, 
as Jensen has taken an amazing wealth of his- 
torical and lore-based material and provided us 
with a great deal of insight about a region in 
Southern France that brought together the 
Merovingians, the Cathars, the Visigoths and 
the Knights Templar. It also boldly postulates 
that Jesus Christ reproduced and that his blood- 
line remains traceable throughout the thou- 
sands of years following his death. Remember, 
this is a videogame. 

The blood and bloodline metaphor is fur- 
thered by an investigative look at the symbol- 
ism behind the Holy Grail—another “hot topic” 
in books, films, and yes, adventure games 
through the years. Blood and wine are linked 
via the inclusion of a regional vineyard and its 
somewhat shady proprietor, who seems a bit 
over-preoccupied with the concept of “breed- 
ing.” Jensen has masterfully captured the spirit 
of the mystery of the region, and mixed it with 
the fiction of her Gabriel Knight universe as our 
man Gabe attempts to solve a kidnapping mys- 


NOCTURNE 

Wickedly high system requirements provided some 
impressive atmosphere for this Alone in the Dark- 
styled horror romp. (Gathering of Developers) 


OUTCAST 


A solid adventure with plenty of action, it managed 
to survive voxels—barely. And what a soundtrack. 
(Infogrames) 


tery and becomes involved in something much, 
much deeper. 

While the game does, at times, feature 
some klunky dialogue, over-the-top acting, 
and weak 3D graphics, it delivers a compelling 
universe, one that’s well-realized and filled 
with detail. 


MIGHT AND MAGIC VII: 

FOR BLOOD AND HONOR 

Once again New World delivers some of that classic 
hack-and-slash role-playing they’ve always been 
known for. (3D0) 


NETHERGATE 

LEC Vime) fo Gan tile) a1 x0 cell -tas o)E-WaLave Me s-Uinl-me Vale Wr-Vele 
full-blown editor and voila, instant gameplay. And 
it gives you more gameplay for your gaming dollar 
than most commercial games. (Spiderweb Software) 


DEVELOPER: BLACK ISLE STUDIOS 
PUBLISHER: INTERPLAY 


ake a walk on the dark side in Ba/dur’s 

Gate's evil twin. Planescape Torment is 
one of the few games in which your primary 
goal is to die. Although this may sound easy, 
there is one minor complication: you're 
immortal. Further complicating the matter is 
the fact that you have amnesia. Plus you have 
really cool hair. 

Set in the thriving metropolis of Sigil, which 
is something of a cross between the wasteland 
of Fallout and the Sword Coast of Ba/dur’s Gate. 
It seamlessly blends the macabre, the fantastic 
and grimily mundane in nearly equal measure. 
Few games succeed in developing a setting as 
intriguing as the one in Torment, as the ulti- 
mate journey is one of self-discovery. 

The game uses Bioware’s Infinity engine, 
which was created for Ba/dur’s Gate, and uti- 
lizes the Advanced Dungeons & Dragons rules 
for character creation and development, 
though it adds a number of intriguing twists. 
Characters are defined not only by combat, but 
by how they behave in the game. Because 
you're immortal, death is integrated into 
gameplay, immeasurably adding to the some- 
what grisly nature of the game. 

Spanning four CDs, Planescape Torment is a 
long game, delivering even more gameplay 
than last year’s Game of the Year Ba/dur’s Gate. 
While there is a bit of déja vu with Torment 
coming a year after that game, it’s still a 
supremely enjoyable and dark journey ina 
twisted and wonderfully imaginative world. 
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DEVELOPER: ROWAN SOFTWARE 


PUBLISHER: EMPIRE INTERACTIVE 


ver the years, Rowan Software has pro- 

duced a number of flight simulations; MiG 
Alley represents the results of years of refine- 
ment, delivering seriously good dogfighting 
from the beginning of the jet era. Set in the 
early stages of the Korean War, the game offers 
the wannabe fighter pilot the chance to fly the 
F-51 Mustang, F-80 Shooting Star, F-84 
Thunderjet, three versions of the F-86 Sabre 
and two versions of the MiG-15. 

The game has the usual “Instant Action” and 
individual scenario modes, but the meat of the 
game is its series of dynamic campaigns. You 
can play smaller campaigns, with limited 
options for planes available to you, or you can 
choose to play the entire war. In one campaign 
you can even play squadron commander, allo- 
cating resources, selecting targets and plan- 
ning attacks. 

Some now-patched bugs in the campaign 
don’t diminish all that is good with the game, 
such as the wingmen and opponent Al. They're 
quite variable in their attacks and approaches, 
which makes them seem more realistic. The 
flight modeling is also quite good. Most 
impressively, the combat itself is incredibly 
entertaining, as the planes have more power 
than their WWII predecessors but haven't quite 
reached the complexity of the future-genera- 
tion jets found in more modern games. And 
then there’s the 30-plus-plane dogfights at 
30,000 feet, with contrail swirling... 

With a strong attention historical detail and 
aircraft performance, the folks at Rowan have 
put together a superb simulation. 


WO2E Heke AT waist 


\ Ithough it lost the “Descent” from its name, 
p="s FreeSpace 2 keeps almost everything else 
from the original game intact. Deep space com- 
bat doesn’t come much better than this. 


PANZER ELITE | 


As the ads say, Germans know tanks. Developer 
Wings Simulations delivers one of the most well- 
rounded tank simulations in recent history. 
(Psygnosis) 


USAF 

All is forgiven for IAF, Pixel Multimedia’s last sim. 
With USAF, they deliver terrific gameplay and lots of 
options in this rah-rah All-American sim that’s a 
great choice for beginners and experts alike. (Jane’s 
Combat Simulations) 


DEVELOPER= VOLITION:.© PUBLISHER: INTERPLAY 


While FreeSpace 2 uses a marginally 
improved version of the original 3D engine— 
with the usual more-impressive lighting and 
weapon effects, bigger capital ships, and more 
crowded combat environments—the most sig- 
nificant improvement is the focus on the story 
and plot development. Where the first game 
ver: Ue Medal val) oa ulema come ha bale MACH) Aa-Uab 
sense of depth, Volition actually hired two writ- 
ers this time around to make sure the story was 
always moving and developing. And the results 
are apparent. While the story is seemingly less 
epic in scope, it has a lot more depth. It also 
develops throughout the missions themselves. 

The plot is less “by-the-numbers” than what 
you find in most games, and develops through- 
out missions as the pilots talk among themselves 
and with commanding officers. Even more inter- 
esting is the way that the missions evolve away 
from the bare outlines given in the pre-mission 
briefings. Missions usually get much more com- 
plex than the mere objectives you were assigned, 
and most of them are extremely exciting. 

Once in combat, everything comes together 
beautifully. FreeSpace 2 is simply one of the 
best space combat games out there, and fans 
of the genre will love the enhancements this 
sequel offers. The emphasis on story and 
involving missions, combined with great visu- 
als, audio, and exceptional control makes it the 
year’s best sci-fi simulation. 


INDEPENDENCE WAR DELUXE 


Particle Systems adds a new campaign and some 
tweaks to last year’s best sci-fi simulation and the 


result is one of the this year’s best sci-fi simulations. 


(Infogrames) 


MECHWARRIOR 3 

While it was light on quantity of missions, Zipper 
finally got the scale right in a Mech sim. There's no 
question you're in a really big vehicle as you stomp 
around the landscapes blowing stuff up. 
(MicroProse) 
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DEVELOPER: TEAM .366 © PUBLISHER: 3DO 


HH igh Heat Baseball 2000 is the most 

H. | playable, most enjoyable, and flat out best 
arcade baseball game that you can buy—period. 
While it initially had some teething problems, 
Team .366 has issues some patches that took 
care of most of the major issues, and gamers are 
left with what is by far the most full-featured 
and ambitious sports game on the market. 

It has the most detailed batter-pitcher inter- 
face of any arcade game, plus an incredibly 
detailed career mode that the hardcore fans 
crave. And it has all the chrome modern fans 
expect, including a 3D engine that delivers 
beautiful parks and well-animated and defined 
polygonal players (a significant upgrade from 
the previous year’s ugly sprites). 

The team’s understanding of baseball shows 
in every detail of the game. They cut out all of 
the slow bits in the arcade mode—no long views 
of foul balls, no stadium pans, not cutting to 
the batter walking from the on-deck circle. The 
differences in speeds mean you'll be flailing 
away at a Pedro Martinez dead-fish changeup 
after missing his 95MPH fastball. And you can 
play the game over the Internet. 

The career mode has full minor league sys- 
tems, aging and retiring players, season-end- 
ing (or career altering) injuries and it tracks 
career milestones and significant games (no 
hitters, etc.). And to top things off, the game 
includes a text file you can edit to alter almost 


FRONT OFFICE FOOTBALL 2 

The little management game that could. It delivers a 
seriously addictive sporting experience that helps us 
get in touch with our inner GM. (EA Sports) 

NBA LIVE 2000 

Trash-talking hoops action of the finest blend. What 
it lacks in subtlety it makes up for in its Airness—as 
in Jordan. (EA Sports) 


| 


every aspect of the game. (Baseball fans are 
like wargamers—they can always disagree 
about every aspect of every game, regardless 
of history.) 


MONACO GRAND PRIX RACING 
SIMULATION 2 

Superb graphics and excellent vehicle physics are 
the hallmark of the latest installment in this excel- 
lent series. (UbiSoft) 


NEED FOR SPEED: HIGH STAKES 
Graphically, it has few peers. And the High Stakes 
mode really made it more than just another pretty 
sE\or-n @(-Jencco) allow Vac) 


DEVELOPER: RATBAG 
PUBLISHER: WIZARDWORKS 


ho would have guessed a $19.99 game— 

from Deer Hunter publisher WizardWorks 
no less—would be the most entertaining racing 
game of the year? It humbles more expensive 
products with over 30 tracks and dozens of cars, 
excellent physics (Ratbag is the team responsible 
for Powerslide, which definitely explains the style 
of driving) and plenty of tuning options. 

By far the most interesting and innovative part of 
Dirt Track Racing is the career mode. You start as an 
amateur with a thousand bucks and some attitude. 
With this cash you can buy a junkyard car and enter 
in the lowest car class. These cars cannot be upgrad- 
ed and only require repairs. You start in a small race 
series that has low dollar entry fees and low prize 
purses to match. Most of the time you make just 
enough money to pay for repairs to your car, but if 
you win, you can make appearance money and gain 
a sponsor. As you progress, you can take your racing 
team to Pro Stock or even the Late Model class. These 
classes allow you to highly modify your car and 
compete against the best racers for more money. 

Each series has a number of race events consist- 
ing of heats and mains, and doing well in the for- 
mer will make you eligible for the later. Unlike 
other games, incidental contact with other cars has 
a consequence via repair costs. You really have to 
try and stay clear of other cars and keep your 
engine revs out of the red or you'll be paying out 
all your winnings on repairs. The damage model is 
realistic, and you will notice handling problems 
and visual effects from close encounters. 

Dirt Track Racing to capture all aspects of this 
dirty sport (minus guys with beer guts holding up 
obnoxious signs), with all of the racing excitement 
half the fat. 
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DEVELOPER: JOHN TILLER, GREG SMITH # 

PUBLISHER: HPS SIMULATIONS 


hanks to HPS Simulations and former 

TalonSoft Battleground programmer John 
Tiller, fans of operational-level WWII wargames 
have something to be thankful for. Panzer 
Campaigns: Smolensk ‘41 lets you take com- 
mand of the German and Soviet forces that 
clashed in the summer of 1941 on the road to 
Moscow. It’s a battalion-level simulation of 
Guderian’s drive up the Moscow highway 
through Smolensk and Vyazma in July and 
August of 1941. 

At its core, the game is a fairly standard 
operational wargame. It has a hex-based map 
and standard square unit counters. You move 
your battalions around and attack adjacent 
hexes via fire or assault. Your artillery units can 
reach out and smack the enemy from upwards 
of ten hexes away, and you can set your troops 
to be in combat or travel mode depending on 
the circumstances. The system is superficially 
similar to the Battleground and Campaign 
games Tiller worked on at TalonSoft. But this 
isn't a clone; the heart of the game is an opera- 
tional level system that can stand on its own 
subroutines. Combat is a good blend of attri- 
tion and mobility, with units retreating when 
hard pressed and eventually succumbing to 
constant wear and tear. 

Smoklensk '41is a solid and playable game 
that offers a lot of value for wargamers. It 
explains the algorithms used to determine 
combat results and the included editors, while 
they don’t allow you to make new maps, at 
least allow you to change virtually everything 
else about the game. If you have a hankering 
for some WWII wargaming action, it’s definitely 
the best offering of the year. 


ROLLERCOASTER 
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DEVELOPER: CHRIS SAWYER ¢ PUBLISHER: MICROPROSE 


| f the tension of System Shock 2 makes you break 

| into a cold sweat, the almost giddily entertaining 
gameplay in RollerCoaster Tycoon makes you want to 
sing “Cold Sweat.” Or perhaps more appropriately, “| 
Feel Good.” Everything about the game seems designed 
for maximum entertainment; the graphics and sound in 
particular, but even the game’s moderate difficulty 


CLOSE COMBAT IV: 

THE BATTLE OF THE BULGE 

Atomic Games’ innovative series finds a new 
home but retains its high-quality gameplay. (SS!) 
SID MEIER’S ANTIETAM 

Another battle, another victory for this thoroughly 
entertaining wargame “for the masses.” (Firaxis) 


level is tuned more toward fun than frustration. 

Unlike Theme Park, it never forces the player to get 
bogged down in the minutia of running a park, doing 
an amazing job at focusing the player in the fun parts. 
You can design your own rides, but the supplied ones 
EN ¢cmatle)(-mcar-Vam-ve(-e (etc uc-mmr-VicareleCedameleti(ol lire mitl-m eligi seat 
coaster is where you'll eventually spend a significant 
amount of time, you also have manage foot traffic by 
creating paths to and from your various rides, balance 
thrill rides with more casual attractions (Ferris wheels 
and such), set pricing, and hire mechanics, handymen 
and security guards. All of this proves incredibly 
entertaining, and doesn’t diminish the game’s “sim” 
aspects; instead, it relegates it where it belongs, in the 
background where it’s accessible to those interested in 
exploring its features. 

Presentation wise, the sound effects are superb, with 
giggles and:screams, annoying carousel music, and the 
clanking of coasters. Visually, the superb graphics both 
convey a lot of information and help draw you into the 
game. Little people run around the park all giddy after 
getting off a particularly good ride, and others stumble 
and fumble their way around, their faces green with the 
sickness brought on by your coaster that’s tuned too 
much toward “nausea. ” 

RollerCoaster Tycoon sucked the life away from 
MalUhe) o)[-M-xe UL olecm fo) m-b-ac-aale(-te Mm ol-d ele Me) Mm Chul Fare) 
much so that no one wanted to go near a near-com- 
plete beta of the expansion pack for fear of its effect 
on the production of this magazine. It’s a superb 
game that’s virtually guaranteed to put a smile on the 
face of even the most jaded gamer. 


HEROES OF MIGHT AND MAGIC III 
New World Computing keeps this series running on 
all cylinders. There’s nothing radically different 
here, but what would you change? (3D0) 


JAGGED ALLIANCE 2 

Sirtech’s amazing hybrid of detailed tactical strate- 
gy and role-playing delivered the goods. How many 
real-time games have this much tension? 
(TalonSoft) 
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hen half of your office can’t wait to get | 

home to continue playing a game, you 
know it’s something special. EverQuest 
(EverCrack to some of its more loyal fans) 
launched early in the year with a few prob- 
lems (not surprisingly, fewer than U/tima 
Online and more than Asheron’s Call), but 
gamers immediately were drawn in by its 
immersive, graphically impressive brand of 
hack and slash role-playing. While Asheron’s 
Call may, in some ways, be a more advanced 
game, there’s no denying this game’s appeal, 
both with the public and the press. 

EverQuest is still essentially a MUD with 
pretty pictures. It features an enormous and 
attractive 3D world, a decent chat system and 
plenty of combat. So, while it is just a MUD 
with pretty pictures, that’s perfectly ok. While 
the game has undergone numerous tweaks 
and refinements over the year, there haven't 
been any drastic changes. The balance of the 
game has been altered slightly, some items 
have become rarer, some spells have changed 
and a lot of bugs have vanished, but at its 
core the game is the same. Lag, once the 
bugaboo in the early days, has largely 
become only a minor irritant. 

EverQuest remains a game for the dedicated 
and not the casual player. The game ruthlessly 
encourages, and almost demands, that you 
play as part of a group and not go it alone. 
One result of this is that only those players 


ASHERON'S CALL 


While it hasn’t caught on with fans as quickly as some 
of the competition, there are signs it may deliver a 
more varied experience. (Microsoft) 


FANTASY WAR 

A sleeper of a game, a superbly balanced turn- 
based diplomacy-focused game with simple graph- 
ics and interesting gameplay. (Sony) 


with a lot of time to invest in the game, and 
who are lucky enough to be able to coordinate 
that time with a regular group of friends, are 
able to advance to their full potential. 

But those that have stuck with the game 
find it the most addictive online experience 
since the Hamster Dance. 


HOYLE CASINO GAMES 4 

These kinds of games really shouldn’t be this enter- 
taining. Gamble without the fear of losing money, 
which is probably pointless. (Sierra) 


PANDORA'S BOX 

The Tetris guy returns with another batch of puzzles 
NVA AAA Cone) more Co UbVAELaT- | oe Me) o) od CMM Nl-4 0 MEM 0} £0) of-Vo) NY 
some sort of psychological thing going on there. 
Vet cessrey a) 


DEVELOPER AND PUBLISHER: 
LUCAS LEARNING 


TS ole ol -hale ms oe-Vale (Xo M-Vam-telU(erNtleyary 

product, Pit Droids is a fiendishly clever 
logic puzzle game. Junk dealer Watto (that 
flappy guy from The Phantom Menace) has 
ordered a shipment of pit droids and you, as 
his designated “representative,” need to move 
them from the transport to the pod racing 
arena. The trouble is that they may be good at 
mechanical work, but they’re terrible at navi- 
gation, and if you don’t tell them exactly 
where to go, they'll either run into something 
and stand still, or crash into each other and 
wreck themselves. 

At this point the game becomes something 
of a Lemmings-styled game. You’ve got a fine. 
fofo} | [-Xe (eae) Mm tal -sx-me (he-reacloar-lm-Lace) Mar-ValeM-aY-1a 
the most scatterbrained of pit droids will turn 
when it walks over an arrow—so long as that 
arrow applies to it. Not all droids are the same 
color, and not all are carrying the same type of 
equipment. Certain arrows move only certain 
colors of droids, or those carrying, say, just 
wrenches, or every other droid, or a particular 
number, or a particular ratio, or whatever that 
) ol fol HTom-Va comme (Ile fal to Momo (OM Vale Mel) Moya] IY 
have a certain amount of each type. 

You get the basic idea. The game puts forth 
lots of clever things to keep you from complet- 
ing your tasks, and after completing each 
level, you receive slapstick cutscenes that fea- 
LvUc-Menr-Volal(ocm-Lare Moco) tire Com ehiil hae meat La o-t anda 
pants off not only other in-game animations, 
but most anything you'll see in a computer 
animation festival. To top things off, a “naked” 
C3P0 narrates the tutorials. What could be bet- 
ter than robot porn? 

In short, this game is not only mind-bog- 
glingly fun for puzzle fans of all ages, it is also 
solid, well-designed, addictive, attractive, and 
arguably the year’s best use of the Star Wars 
Episode | license. 


: ij 
lers Ul he ucsl ee 


Nae 2-5) =tad WINCH BINNS 2 


Enter the Land of Foresia... 


Where you can join in the adventures of four heroes who travel the land in search of fame and treasure, 


Discover Foresia's intricate landscape with dangerous monsters and secret locations, Walk perilous 


paths into dark dungeons, Prepare for the unknown! 
95/98 | CD-ROM 
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DEVELOPER: NEW WORLD COMPUTING «© PUBLISHER: 3DO 


We a sales potential that is merely a frac- 


tion of the original game’s, an add-on is 
forced to walk a fine line between not going 
overboard with new features, but delivering 
enough new stuff to justify its existence. 
Armageddon’s Blade, an add-on for Heroes of 
Might and Magic III, is in many respects a “nor- 
mal” add-on. You get a new campaign plus 
some new scenarios and units, all of which are 
well-executed and varied. As with most add- 
ons, the scenarios and campaigns are harder 
than those in the original game. (And why 
not? Add-ons are usually only purchased by 
hardcore fans of the original.) 

But what sets it apart from other add-ons is 
the new features. It adds the one thing that was 
conspicuously missing from the original Heroes 
III: a random map generator. With a few deci- 
sive clicks, you can generate new maps of any 
size, and customize the level of difficulty, num- 
ber of enemies, strength of monsters and so on. 

In addition, would-be strategic storytellers 
can now also string together custom scenarios 
into entire home-built campaigns. Between the 
original Heroes /// scenario editor and the new 
campaign editor, practically every necessary 
tool is at your disposal. Heroes can be carried 
over between scenarios, bringing with them 


whatever you decree to be appropriate—experi- | 


ence, artifacts, troops, etc. 
They even took the time to add a few little 
gameplay tweaks that make the game an even 


BALDUR’S GATE: 

TALES OF THE SWORD COAST 

What could better than last year’s Game of the Year 

Baldur's Gate? How about more... stuff? And pirates! 
(Interplay) 

SID MEIER'S ALIEN CROSSFIRE 

The bickering among factions grows even more com- 
plex with this add-on. Plus there’s that alien menace 
to deal with. Just another day at the office... (Firaxis) 


more enjoyable experience. Owners of an 
upgraded troop structure can now choose to 
hire either the new and improved, or old and 
inexpensive units. And players can now choose 
to leave part of their army to guard particularly 
important mines. 

As with last year’s winner, Age of Empires: 
The Rise of Rome, Armageddon’s Blade 
serves as a template for add-ons. It takes 
one of the better games of the year and 
makes it even better. 


GEFORCE 256 

AU sTEM] Pet- 0 ce WES 0) ce) ol 0) hYAE-W of-¥ oN’ AEA (OM CONV co MCAT CGTT 
future of 3D acceleration, where all of the 3D pro- 

ot -1b ale Me) pi loy-Co to M icoliimist- Lata ar- Wal le)ame) 
Pentium Ill. (NVIDIA) 


INTELLIEYE 
All hail the latest in optical technology! Never again 
will you have the embarrassing task of cleaning 


your mouse’s balls. And it can improve your Quake 
playing. Really. (Microsoft) 
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MANUFACTURER: AMD 


n the not-so-distant past, gamers who want- 

ed the fastest machine available had to buy 
one with an Intel processor. Not that this was 
necessarily a bad thing, but the alternatives, 
by AMD and Cyrix, while often advertised with 
graphs showing how much faster than their 
Intel counterparts they were, were sadly defi- 
cient at powering many games. Intel chips 
were always far superior. 

No more—AMD’s amazing Athlon processor 
changes all that, making it the first legitimate 
competitor for Intel. Due to differences in 
motherboard designs, it’s difficult to have an 
absolute one-on-one competition, but in our 
testing of various 3D-intensive games, we 
found Athlon-equipped systems 10-15% faster 
than comparable Pentium III systems. For 3D 
gaming in particular, floating-point math is a 
oh Gh Tox: \ oxo) a1) ole) al-aai me) -W 0) Coler-0) amr Lale MUL 
always been AMD’s Achilles’ Heel. Again, the 
Athlon solved that problem, and its floating- 
point performance is superior to the Pentium III 
of equivalent clock speed. 

The Athlon is an amazing product, a true 
alternative to Intel’s near-monopoly, that 
power gamers can choose purely based on its 
technical merits, rather than just because it’s 
not from Intel. While that alone would make it 
an important piece of hardware, its real signifi- 
cance will come down the road. Increased 
competition between AMD and Intel will surely 
mean performance will continue to increase, 
and more importantly prices will continue to 
drop. This is a win-win situation for gamers. 
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Space Game 


he Roberts brothers—Chris and Erin— didn’t invent the space sim genre. 

That honor would probably go to the Atari Classic Star Raiders, or possibly 

to the vector-graphics Star Wars arcade game that predated even that. It 
would be fair to say, however, that the brothers propelled this style of game 
into the mainstream in a way that no previous title had managed. Wing 
Commander, which Chris Roberts designed and Erin Roberts helped work on, has 
inspired a host of similar games and helped to establish the space simulator as a 
genre in its own right. The game helped to foster a revolution in sound hard- 
ware, playing the role of “killer app” for Creative Labs’ SoundBlaster sound 
card. It created conventions that most subsequent games have followed, and 
the setting went on to become one of Origin’s premiere brands. 
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With that in mind, it’s not surprising that the 
prospect of a new space sim from the Roberts 
brothers might occasion a bit of excitement. 
The two have since left Origin (see sidebar, “the 
Price of Freedom”) and the Wing Commander 
universe behind. Their new independent devel- 
opment studio, Digital Anvil, will be publishing 
all of its current projects through Microsoft. We 
visited Digital Anvil’s Austin offices to take a 
look at Starlancer, Erin Roberts’ pet project and 
the first game in the company’s pipeline. After 
six hours in the cockpit, indications were good 
that this game could mark a return to the earli- 
est Wing Commander roots. 


Red Scare 
The first order of business was to come up with 
a new setting that both Starlancer and future 


Digital Anvil space sims could take place in. The 


world of Confed and the Kilrathi is Origin’s 
playground now, and something new was 
called for. Ironically, the backdrop that the 
developer has cooked up is a lot more original 
than the one they left behind (which tended to 
borrow heavily from Larry Niven). 

Starlancer is set in the relatively near future— 
a mere 200 years from the present. The human 
race has managed to settle the solar system 
with the help of jump drives that allow them to 
attain very fast (but not interstellar) velocities; 
travel to other stars is not yet a viable option. 
Political frictions have followed mankind into 
space, and two major power blocks dominate 
the scene. The Western Alliance (read: the Good 
Guys) is based loosely around the current NATO 
powers and Japan; the Eastern Coalition (read: 
the Bad Guys) are made up of the old Soviet 
bloc powers, as well as a collection of Middle 


East and Far East countries. 

The game opens with a surprise attack by the 
Coalition, a devastating blow that wipes out 
most of the Alliance fleet and pushes the ragtag 
remnants all the way out to Neptune. You step 
in as a lowly Alliance pilot ready to do your 
patriotic best in the effort to regroup and fight 
back. Like a modern remake of the arcade clas- 
sic Gyruss, the Alliance must eventually try to 
push their way back to Earth. 

If some of the window dressing seems a bit 
like old World War Il recruiting propaganda, 
that's because it is a bit like old World War II 
recruiting propaganda. “The game’s story and 
action pulls from the great wars such as World 
War Il,” Erin Roberts explains, “but the overall 
production design is more modern. We wanted 
to show humanity's first Solar War, and how it 
would resemble wars in the past based on 
Earth. Those were the elements we pulled on for 
the game, not so much from a production 
design stand point. We have, however, tried to 
design the space craft from our game so there is 
some resemblance to the present, so the 
designs feel like something which may exist in 
the future.” 

Another element that the Digital Anvil 
wanted to avoid was the alien factor—“it’s 
just been done to death,” Erin Roberts confid- 
ed, adding that the team had come to the 
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conclusion that a human conflict had a lot 
more potential for drama. “We saw that in 
Wing Commander 4.” 


Where's the full-motion video? 
Something is missing in Starlancer, and it won't 
take you long to put a finger on what it is. 
There is not a scrap of full-motion video to be 
found. No Mark Hamill, no ex-porn-star ship 
mechanics. Instead, the game will feature all 
computer-generated art and characters, an 
approach that neither brother has used since 
Wing Commander 2. Erin Roberts explains the 
reasoning behind the 180-degree about face on 
this aspect of gameplay. “I think the reason we 
went for CG is that we felt that for the job we 
had to do, it would really be more containable. 
| also felt that the CG stuff... if you aren’t going 


to have a Wing Commander budget, then you 


don’t want to do it because you aren’t going to 
be able to make it look right. Whereas if you go 
with all CG, you can just make it all fit in with 
the feel of the game.” 

There were other issues involved in addition 
to any financial concerns. Game characters 
make appearances in the cockpit camera views 
as well as between missions, and filming these 
sequences would have made for a monumental 
task. “In games in the past we’ve only had, like, 
18 different cockpit heads. In this game there 


are something like 160 different heads, and it 
would have been a huge job to do.” 

While animating computer generated char- 
acters requires a significant investment of time, 
it doesn’t come with the same sort of price tag 
that you would generate by bringing 160 actors 
onto a soundstage to do a film shoot. “I would 
say that probably, given what we know now, 
there are some elements that we could have 
filmed. Then given the expense of doing that... 
I’m just not into spending $100,000 on some 
really bad hack job and then putting that in the 
game. | think that if you’re going to do it you 
have to do it right and make it look good, and 
that’s what Wing Commander 3 and Wing 
Commander 4 did really well.” 


The pray the thing 
Gameplay concerns are another reason that 
Digital Anvil veered away from full-motion 
video approach to game design. Instead of 


separating the story and space combat portions 
of the game, Erin Roberts wanted the two to 
flow together in a much more seamless fashion. 
Of course marrying story and gameplay is 
hardly a new challenge—Wing Commander 4 
set out to do the same thing by presenting 
some of the game’s story sequences mid-mis- 
sion. These sequences still tended to be a bit 
jarring, however, and ultimately the approach 
did not do much to make the story feel any 
more integrated with the gameplay. More 
importantly, the space combat itself was pretty 
much canned—aside from which enemies you 
shot down in what order, your actions in com- 
bat really didn’t have a big effect on the game. 


Erin Roberts explores a different solution for 
Starlancer, one that hearkens back to the broth- 
ers’ earlier games. “I felt like | really wanted to 
make the story really driven in the missions as 
well, and so there isn’t this sort of interactive 
decision-making in the dialogs like there was in 
Wing Commander. But we put a lot more deci- 
sion-making in the actual missions.” 

The game does not actually employ a 
branching tree of missions. No matter what you 
do, there is pretty much only one path through 
the game, which is comprised of roughly 26 
campaign missions. The key difference is that 
the content of each mission changes based on 
what you do in that (or in previous) missions. 

“The great thing about some of the missions 
we have is that what you do really changes how 
the whole mission plays. If you are protecting a 
ship and you protect it—everything goes 
great—you get ‘wonderful, successful, good 
job,’ and all that sort of stuff. But if the ship 


pa 


blows up it releases a bunch of pods, and then 
you have a second thing where you might get 
called back to pick up the pods, and if you pick 
up the pods then you get a sort of partial suc- 
cess because at least you managed to rescue 
the pods. But then [the enemy] sends their own 
pickup ship, and if they pick up the pods, they 
capture your guys and then they take them 
away to interrogate them, and that’s really 
bad. So the mission structure really changes 
depending on what you do,” he says. 

“There are a lot of things in the missions that 
do or don’t happen depending on your actions 
in the missions. Then also they have an effect 
on later missions. |’d say about 50 percent of 
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the mission scripts in every mission are depen- 
dent on things that happen in your mission or 
in previous missions. So there’s stuff where 
depending on what you did in the mission 
before you may never see it again, or you may 
see it later on if you take a different path. We 
feel that the structure really has a Wing 
Commander style—which is what this game 
really is—and we really tried to make it interac- 
tive in that kind of sense, where you really can 
change what you see and what happens in 
every single mission as you go along. So the 
flow is going to remain mostly the same, but 
what happens in the missions will change as 
you go along.” 


Failure is NOT an option 

The “must win” mission structure is a com- 
mon contrivance among modern space sims— 
especially those in which story is a major ele- 
ment. Forcing the player to replay a mission 
over and over again until they successfully 
complete all of it’s goals can make it easier to 
formulate cut scenes, but it often doesn’t 
make for the most enjoyable experience for 
the person in the cockpit. 

Fortunately Starlancer is a bit more flexible 
than that. “There’s probably about four mis- 
sions, maybe five, that you have to win—oth- 
erwise you do fail the game. But then when | 
say win,’ every mission has about six differ- 
ent levels between fail and win—the only 
thing you can’t do is really fail, like if you die, 
or if you just do so badly that’s it’s obvious 
that you would get kicked out [of the service]. 
But you can get partial successes, full suc- 
cesses, successes with bonuses... all of those 
sorts of things.” 

The various success states of each mission 
also drive the dynamic content, and we had 
the opportunity to experience a good number 
of these variable mission elements firsthand. 
Ace pilots, for instance, play a major role in 
the game. You might meet an enemy ace pilot 
in combat in an early mission—if you kill him, 
then your chances of encountering him in later 
missions are pretty slim. If you fail to kill him, 
however, he might jump out of the area and 
show up again in another mission somewhere 
down the line. In another mission you are 
tasked with taking out a Coalition warp gate 
(think Babylon 5) midway through the mis- 
sion. It’s not one of your primary goals, so it’s 
possible to gain some measure of success in 
the mission even if you fail to take it out. The 
Coalition will have the use of the gate during 
future missions if you do fail, however, and 
the long-term effect will be to make your life 
more difficult as enemy ships use the warp 
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Wing Commander movie, without some of the : 
film’s absurdities. a 


gate to drop in on you during later missions— 
usually at the worst possible moment. 


Positive feedback 


The game makes an effort to keep you up to 
date on how well you are doing, both in the 
missions and out of them. “The great thing is 
that if you start doing badly people will tell 
you, like ‘Rookie, you really messed up last time 
out, what were you doing?’ If you really mess 
up on mission four, the next mission you might 
go out and the guys you meet up with might 
say | heard what you did last time—you do that 
to us and we'll kill you.’ But if you did really 
well on the last mission they'll say ‘Hey—I heard 


» if you fail to take outa warp gate during one — 
mission, it may come back to haunt you ata | 
later date... : : . 


you did really well.’ So there’s a lot of feedback 
on what you are doing, it’s not just like ‘here’s 
a mission, and then here’s another mission.’” 

Between missions you will find other clues 
that will tell you just how talented you really 
are. You can walk around your capital ship 
via a smooth-scrolling point and click inter- 
face (dare we say that it’s Myst-like?). The 
traditional killboard lets you measure yourself 
up against other pilots, and you will be able 
to access news reports that fill in details 
about how the war is going. If you do some- 
thing really well you just might see it covered 
in the news. Likewise if you really screw 
something up... 
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Digital Anvil managed to hook up with 
Microsoft. “We all got drunk on mar- 

garitas one day and decided to email Bill 
Gates,” Erin Roberts confides. The company 
had been looking for a publisher for some 
time, and they had an email address for 
Gates that someone had found on the 
internet. While the Roberts brothers were 
only half-serious about the prospect of 
approaching the 
software giant for a 
publishing deal, 
they did sit down 
and write up a brief 
email introducing 
their company and 
outlining their pro- 
posal. The spelling 
errors they attribute 
to the margaritas. 

The punchline is 
that the email actu- 
ally did come to the 
attention of 
Microsoft's then-CEO. “A week later we had 
a letter of intent,” Roberts chuckles. A 
printout of the original email—and the one- 
sentence replyhangs framed in the lobby 
of Digital Anvil’s Austin offices, a constant 
reminder that “hey—you never know.” 

“Microsoft has really been good to us— 
they have been much easier to work with 
than Origin ever was.” Over half of the staff 
at Digital Anvil is comprised of former 
Origin employees—disenchanted souls who 
followed design guru Chris Roberts when 


t here is an amusing story behind how 


he decided to part company with his long- 
time employer early in 1997. Among this 
number was Chris’ brother Erin, who had 
been an employee at Origin nearly as long 
as Chris. After helping design the pilot Al 
for the original Wing Commander in 1990, 
Erin went on to snag an associate producer 
role in Strike Commander, and then served 
as a producer for the landmark space sim 
Privateer. (His later credits include 
Privateer 2: the 
Darkening, but 
we'll try not to hold 
Bure eicaiue) 
| The offices them- 
@ selves are hardly 
Bieler. 
| expect. Based in the 
_ historic WB Smith 
eee ate mat cer:) 
| 1884), Digital Anvil 
| looks more like a 
BOG ioiaurue:| 
software develop- 
ment studio, right 
down to the awning (an artsy black, of 
course) over the front door. The interior is a 
melange of Wing Commander memorabilia— 
from both the games and the movie—and a 
strong spaceship design aesthetic. 
Galvanized steel walls and visible wiring are 
the order of the day (the latter hangs from 
the ceiling in open mesh metal trays). The 
exposed cables and wiring are more of a 
practical choice—the buildings’ historical sta- 
tus prevents Digital Anvil from making alter- 
ations to the original walls and supports. = 
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tarlancer is actually intimately linked to Digital Anvil’s other space 

sim project, Freelancer. Unofficially, the team refers to the former 

as the “prequel,” although since the first game takes place some 
800 years before the second, it doesn’t seem likely that there will be 
much carryover in terms of story or characters. Starlancer will set the 
stage for the second game, however, by chronicling the Solar War that 
culminates in mankind’s push beyond our own solar system and the 
subsequent exploration of the galaxy. 

If Starlancer took its cues from World War Il, then Freelancer shoots 
to capture a more imperialistic time, with a shot of 1800’s American 
frontier ambience for good measure (there won’t be covered wagons, 
however). The known galaxy is ruled by four “Houses of Humanity,” 
each of which hearkens back to the now barely remembered Earth cul- 
tures of Asia, Germany, England, and America. 

Likewise, while the game’s prequel takes after the Wing Commander 
series, Freelancer follows in Privateer’s footsteps. The central thrust of 
gameplay will be a largely non-linear universe. There will be a main 
storyline that the game will deliver if the player chooses to seek it out, 
but you will just as easily be able to go off on your own as a galactic 
trader, or a pirate, or just about anything else you might care to do at 
the helm of a spacecraft. The game world will react to the choices that 
you make—a dynamic system of supply and demand will govern the 
profits that you make as a trader, and you might find yourself pursued 
by bounty hunters if you choose the pirate’s lifestyle. 

Chris Roberts expects the game to be finished before the end of the 
year, but even so we may not see it in stores until early 2001. Either 
way, it’s a space odyssey worth keeping an eye on. = 


Of course if you really screw something L ooking ship- shape | player might. Other new ships represent 
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when the final ships are released you will be on 
the last few missions. If you are doing really 
well then you will have those ships released a 
ways beforehand—you could be flying one of 
the best ships in the game four or five missions 
before someone else might be.” 

Once you are in the cockpit, the combat itself 
will feel very familiar to anyone who has ever 
picked up a Wing Commander title. You have 
the typical energy management aspects, a 
familiar HUD, and easily learned numerical 
wingman commands. More of the same? 
Perhaps, but Erin Roberts explained that inno- 
vation takes a back seat to entertainment, at 
least for him. “As in all the space combat games 
I've worked on, we've focused on what is fun. | 
feel it is more important to give the player a fun 
experience then a realistic one.” Much of the 
team's efforts seem to be focused on creating 
unique content rather than reinventing the 
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even more intriquing—no distinction is made 
between multiplayer and single-player games, 
SO you can switch from playing solo to playing 
with a few friends at any point in the cam- 
paign, and then switch back when the mood 
takes you. 

The details are relatively simple—only the 
player (or players) who starts the campaign can 
actually save the game state, but new players 
are able to join in at any time. So if you begin a 
campaign with three friends, at the end of the 
day each of you saves the game state and any 
one of the group could continue the game, even 
if the others weren't present. If you go on to 
play a few solo missions without your friends 
and then let them rejoin you at a later time, they 
can rejoin the game at the rank that they had 
attained when they left, but they would no 
longer be able to save the game state. 
Alternately, new players could join in at any 


[clockwise from right] »»» Your bunkroom on the Reliant—medals and a stash of dirty magazines Sek for 


instance) are in the drawer beneath your bed. 


»»» Asteroids, just like that other game... er, Asteroids. 
»»» The ship models feature a number of animations, such as spinning gun barrels that eject spent car- 


tridges into space. 
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wheel, so to speak, and if the current build of 
the game is any indication it may not be a bad 
way to go. 


The human factor 

One of the most interesting features of the 
game is its approach to multiplayer. It will ship 
with the traditional deathmatch suite, to be 
certain, and a number of the gameplay variants 
that the six deathmatch maps will offer are 
quite intriguing. In one map, each play strives 
to collect a series of six beacons and then fly 
though a portal; success unleashes a nuclear 
blast that kills all the other players and redis- 
tributes the beacons. 

Cooperative play is the real eye-catcher of 
the multiplayer options. The game will allow 
multiple players to work their way through the 
same campaign, flying as wingmen in each of 
the missions. How the game accomplishes this is 


time, but they would start at the lowest rank 
and they too would be unable to save the game. 

Players will be able to communicate with 
each other using the same key commands that 
they would use to talk to their Al wingmen, so 
asking your human companion to “attack my 
target” is a relatively intuitive affair. More 
adventurous players will no doubt put the mul- 
tiplayer game through its paces with the help of 
a voice-communication program such as Roger 
Wilco or Firetalk. 

The possibilities that this sort of multiplayer 
model presents are intriguing. If you are really 
stuck on one mission (perhaps you keep failing 
to accomplish a critical goal, or maybe you just 
keep getting killed) you could call a friend and 
have them jump into your game and fly the 
mission with you to lend a helping hand. Of 
course, the game ramps up the difficulty based 
on the number of human players flying the 


mission, but it could still prove helpful to have 
some additional gray matter close at hand. 


sequel to the prequel 

Digital Anvil has plans to release a demo for 
Starlancer, probably sometime shortly after the 
game ships. Unlike most demos, this one will 
not feature out-takes from the game, but rather 
two completely new missions that take place 
shortly before the opening of the main game. 
“We decided that if we were going to doa 
demo, we didn't want to just pull stuff out of 
the regular game,” Erin Roberts explains. 


The game itself is on track for an April 
release, and the Digital Anvil staff seems anxious 
to finally have a finished product on the market. 
Although the company has been around for sev- 


Open Locker 


eral years now, they have had to develop all of 
their technology from scratch—everything from 
their editing tools to the game engine itself. All 
that effort is not without reward, however, and 
Erin Roberts explained that the tools that they 
have developed are easily the best that he has 
ever worked with. Additionally, the company 
will be able to get additional mileage out of the 
engine and other technologies that they have 
developed, dramatically decreasing production 
time on future products. 

So are the Roberts brothers poised to reclaim 
their spot at the top of the space sim totem 
pole? Only time will tell, but as space sims of 
any kind have been few and far between for the 
last year or so, their chances seem pretty opti- 
mistic. If Starlancer lives up to its not-inconsid- 
erable potential, then the outlook might be 
even better. m 


GENRE Space Sim 
PUBLISHER Microsoft 


RELEASE DATE spring 2000 
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(so blame him) 


ur newer readers may not be aware that the maga- 
zine has gone through a series of different names 
throughout its near-decade-long existence. 
Starting out as Strategy Plus, we later added 
Computer Games as the focus of the magazine 
moved from board games into the digital 
realm. From Computer Games Strategy Plus, we moved to 
COMPUTER GAMES Strategy Plus, emphasizing the former as 
opposed to the latter. Eventually we dropped the Strategy 
Plus entirely, adding Magazine to our name so there’d be 
little confusion what exactly it is you’re holding in your 


hands. Computer Games Magazine. Simple, straightfor- 
ward and to the point. 


But changes as important as these aren’t done all willy-nilly, 
no siree Bob. A magazine is more than some ink on paper—its 
name, logo and cover design need to convey every single thing 
the magazine stands for. 

In our case, every single change featured a painstaking 
process of deciding which word to change and perhaps most 
importantly, how to spell it. Once the name was decided, we 
turned it over to our team of designers who decided how 
tall it should be, whether it should be white or yellow, and how to 
present it in a logo for maximum impact with our readers and properly Wereditcy “strat . 

reflects the magazine’s content. ma ther i eran: — 
For this, our April issue, we decided to give you, mtile/ (ogn 28rock 
wr 2a ia * our beloved readers, a rare insight into the thought process su 
a Ne, of how a name is selected. Included in this article are some of the 
| \ ' / yj \ names and designs we rejected, along with exclusive insider access to some of the dis- 
] y cussions we had, some of which were really heated and may have involved swearing. 
Let the naming begin! 
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FINAL VERDICT: This choice was a bit radical. We thought we could fill a hole 

as a men’s magazine/lifestyle magazine/game magazine. And since MAXIM, with its 

promise of near-topless pictures of major celebrities and models, has been an amazing 
success, we decided to look to them for guidance. In the end, we weren’t sure that 
many gamers were interested in this type of magazine. 

We were close to choosing Games Magazine Magazine. We felt it properly conveyed 
what we were about: games. And with this online-centric times, it really hammered 
home the fact we were a magazine, a tangible good. But we rejected it because 
market research conducted in the midwestern United States found that people 
thought we covered Carnival Games. 

We were a bit flustered at this point, so we turned to some of our competitors 
for inspiration. These generated some interesting concepts, as you’ll see when you 
turn the page... 


Comb Qdor!. 


FINAL VERDICT: with all of the fallout 
over Columbine and the focus on violent games, we 
decided to follow our government's lead and over- 
react rashly. Our idea was to create a game maga- 
zine based entirely around non-violent, non-gen- 
der specific, inoffensive gaming. We would also 
use it to battle the white-male power elite and 
promote our own gamer-centric form of and mul- 
ticulturalism. Design wise, we liked the bold, sim- 
ple logo (which wouldn't confuse our target 
audience or advertisers, both of which tend to be 
a bit slower than the regular hyper-violent, 
mass-murdering, chemically-enhanced, wicked- 
ly-intelligent hardcore gamer). 

Unfortunately, after checking all of the 
games released this year, we realized we could, 
on average, only cover one game every six 
months. And while we could write quote-wor- 
thy prose about how brilliant even the barest 

idea of a game was, we couldn’t get enough 
“Scoops” to lure people to buy the magazine. 
And more importantly, we couldn't run any 


game ads, because they all feature sexist or 
violent imagery. 


AMER 


and Homogenized Game Magazine 


The Best-Selling Inoffensive Unisex 


IISIVE! Are companies USING OE 
er games? Our EXCLUSIVE report! | 


The greatest feature ever! 
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ageism, nerdism, sheepisin al 


ial Interview 
ra Croft: A Very Special In | F 
oe to know the woman behind the implants, 


| | | 
Meat-free previews you haven't read here yet: 


FINAL VERDICT: we liked the logo 
design quite a bit, and “Planet” was inclusive 
to our friends outside of the United States (It 
virtually screams, “Hello to all of you foreign- 
ers out there in gamingland. We are one world 
under gaming”). 

Content-wise, we decided we didn’t act 
excited enough about every game coming out, 
even the ones that look bad. And we've 
always felt the magazine lacked exclusives, 
so we planned on playing that up on the 
cover. We’ve also found that people really 
want a lot of lists, so every issue we’d have 
anywhere from 5-10 feature stories on and 
about lists. Finally, we felt the magazine 
lacked humor, so we planned on packing 
each page with anecdotes and clever 
headlines that desperately failed to make 
us appear like hip, edgy kids. After all, it 
works for Dennis Miller, right? This arti- 
cle is actually a sample of that tech- 
nique. Impressed? 


- SIWVD YILNdWOD 


0002 11udVv 


vl 
~J 


* APRIL 2000 


COMPUTER GAMES 


vl 
oo 


FINAL VERDICT: This was, by 


far, the most radical consideration. The 
logo was bold, with strong manly lines, and 
was symbolic of the overhaul we were plan- 
ning for content. 

We felt that readers didn't really want liter- 

ate, intelligent discussions about games—for 
that they can turn to gaming forums on the 
Internet, which overflow with thought-provok- 
ing discussions. We decided to turn the maga- 
zine into a “magazine for men” aimed squarely at 
teenage boys too young to buy Penthouse. A dif- 
ferent sexy model would adorn each cover, 
promising near-nudity inside. We'd have lots of 
articles where we'd talk about "chicks" and how we 
had actually consumed alcoholic beverages. It 
would be daring, it would be hysterically funny to 
our target audience of 12-15 year olds, it would be... 
brilliant. Alas, it was not to be. 

While it's impossible to deny the potential news- 
stand appeal of half-naked women, coupled with the 
general perception that gamers are a bunch of 
undersexed and socially inept losers whose only con- 
tact with women occurs in chat rooms, it was not to 
be. Wal*Mart wouldn’t take a magazine with “Gender 
Confusion” on the cover. 


LE | N-SYNC 


QUAKE it | STUART LITT 
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You're a Player 


FINAL VERDICT: we liked the sound of 
"Induce," and its connotations of seduction, e 
something we wanted readers to think we actu- 
ally knew something about. With this concept, 

we were looking to appeal to that demographic 


of gamers that actually go outside from time-to- PC ree TLL 


time. Those who interact with other human 
beings and are into sports, fitness, looking good. 
Players—and we don't just mean games—that like 
loud music and their cars like they like their 
women—oily, complicated, and with extra-wide 
seats. We also considered branching out dating 
and grooming tips from celebrity game designers. 
In addition, it would be about more than just 
games, covering things that no other magazine 
could ever hope to cover, including such criminal- 
ly overlooked forms of entertainment as movies, 
music and TV shows. It was going to be self-con- 
sciously hip, but in a really unhip way that would 


Qscar-Winner 


appear ironic to people who didn't realize we were Ss OF STAR TRE hog 
just completely clueless about what we were talk- BABE s torial, Specially Chosen My 
ing about. Exclusive Gaming Pictoria’, | . 


But we had to nix this idea when we realized Oscar-Winner 
celebrities didn't want to talk to use because we 


were geeks, Damn. 


Who's that oil? Our featured model is 


ec TIDS g ” Tetris, Pokemon, 


the alluring Tinka, known throughout ‘ -youveyy Photos: 
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the world for her tantalizing style of ers . Sid Meier, Peter Molyneux G HOT VIDEO and © ee 
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www. tinke.com. But kids, be warned: 4 . i | 

ee __ she engages in rigorous political discus- all the Latest seen noaaee . 
a” sion. Oh, and you might see a bit of flesh interview: The Hella Complex R2%* =. | 
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= Computer Gaming World 


Game of the Year. _ 

- | — Vault Network 

RPG of the Year. 

z a - — GameSpot 

“Easily the Best RPG title 

_ to emerge since Baldur’s 
Gate. Direct Hit Rating.” 


— DailyRadar.com 
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RONIN TAKES THE ROAD WELL 
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TRAVELED AND REPAVES IT 


quick look at Ronin’s Legend of the Blademasters will reveal similarities to 


the Final Fantasy series, Zelda for the Nintendo 64, and Blizzard’s Diablo. 
The game's designer, Troy Dunniway, doesn’t deny these similarities. “Bits 


and pieces may not be revolutionary,” he confesses, “but we’ve put them into one 
solid, easy-to-learn, and fun experience. We offer multi-party combat with a slight 


tactical edge that usually needs more than just a hack-and-slash solution. We also 
give you a lot of additional Al control for your characters to help them fight and act 
the way you want. We offer a lot of diversity in our magic and weapons systems. 
We're also proud of our 3D world and moveable camera.” Besides, it’s not like being 
unique was a selling point for Diab/o or the latest Final Fantasy or Zelda games. 


Ronin is a small and young development group 
near San Francisco. They formed five years ago 
around a core of folks who defected from 
LucasArts. Although their titles to date are lim- 
ited to the less-than-memorable Neo Hunter 
and Armor Command, their background with 
LucasArts helped them secure the rights to 
develop the upcoming Force Commander, the 
Star Wars-themed real time strategy game. And 
with Blademasters also in the works, it’s fair to 
say that no two Ronin products are even 
remotely alike. 

Blademasters is set in a somewhat typical 
fantasy land with a dark past. Long ago, five 
dragons were appointed to guard the rifts to 
other dimensions through which evil powers 
might slip. In a power struggle between a wiz- 
ard and an order of knights, the dragons were 
imprisoned in magical blades. In the beginning 
of the game, one of the blades finds its way to 
the story’s protagonist, Erik. By joining with 
several different NPCs, Erik has to recover the 
rest of the blades before an evil wizard uses 
them to open the dimensional rifts that are 
slowly polluting the world. 


HUMAN (AND ORCISH 

AND ELVEN) RESOURCES 
Blademasters takes place over the course of 
about 60 levels, each a hand-built 3D area. Erik 
will be present through them all, but he will 
rarely be alone. This is a party game in which 
the player controls up to five characters at a 
time from a pool of a couple dozen NPCs that 
move in and out of the story, revealing plot 
elements as they come and go. At the end of 
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the game, you'll get to choose who will accom- 
pany you for the finale. 

There are four main areas the player will visit. 
Alvante is the temperate forested area where the 
game begins. Kelta is a swampy jungle, Windor 
is asnowy mountainous area, and Vameria is a 
huge underground city. The story progresses lin- 
early in one direction rather than moving out- 
ward in spurts from a central place. “We wanted 
to keep you moving forward rather than like 
Diablo, where you keep coming back to the same 
place,” says Dunniway. There will be plenty of 
branching paths, mainly in the form of optional 
quests where you can help people in some fairly 
standard tasks: finding items or killing monsters 
threatening a town, for instance. “But we'll also 
include some fairly elaborate quests that involve 
you figuring out who murdered someone or who 
is stealing things from someone else,” Dunniway 
says, This will involve a bit of detective work. 
For some quests, you'll have to use your brain, 
for some your sword.” 


Us 


ERE Miah pcee yb ae te Re Rae aiid URIS ces oy a 


A lovely Tudor cottage for only 150gp/month. 


In one subplot, you'll have to find a set of 
gears to repair the machinery in a millhouse 
that extends a bridge to a hidden area with 
bonus items. For one quest, you can release 
fish into a stream by breaking a dam down. 
This will distract a flock of ravenous birds 
nearby that were preventing you from reach- 
ing another area. Dunniway says that most of 
these quests are optional rather than obstacles 
in the way of the storyline. Most of them will 
simply yield new goodies to help you along the 
main plotline. 

Although most of the game takes place in the 
outdoors, the engine does interiors and under- 
ground areas as well. Blademasters began in a 
tile-based world like Diablo, but Ronin eventu- 
ally went over to hand-drawn art to create a 
fully animated 3D world with moving elements 
like waving banners and bobbing boats. They 
intend to make the world as interactive as they 
can; for instance, they'll allow players to man 
the catapults in a castle under siege. There will 
also be scripted events built into the game 
engine. At one point, a bridge blows up and 
nearby trees sway backwards in the blast. Ronin 
is using their own proprietary technology, RIDE, 
to build Blademasters’ 3D worlds. RIDE, which is 
also being used for Force Commander, stands 
for Ronin Interactive Development Engine. It’s a 
tool that lets the developers modify the game 
world on the fly rather than having to work 
through an intermediary coding language 
before seeing their ideas in action. 


DRIVING MR. ERIK 

The interface is built to streamline the real time 
gameplay. During combat, you'll generally let 
the computer control most of the characters 
once you've set certain parameters: their 
aggression level, whether they should favor 
their melee weapon, their secondary weapon, or 
spells, and whether they should hold their posi- 
tion, follow the character you control, or defend 
the character you control. You'll also be able to 
set formations for your party. “We don’t want 
to overwhelm the player,” says Dunniway, “We 
tried to keep it straightforward”. 

A smooth interface will be particularly 
important when it comes to Blademasters’ 
magic system, which looks surprisingly deep for 
a real time game. There are ten areas of magic 
(the four elements, of course, plus Lightning, 
Dark, Holiness, Mind, Plant, and Time) and each 
character can master five of these areas. Each 
area has two spells: a weak force and a strong 
force. “Most of these different forces are com- 
pletely different spells,” says Dunniway, “not 
just stronger versions of the same spell. Some of 
the strong force spells might also do, say, an 
area of effect damage or attack multiple tar- 
gets, where the weak force only attacks a single 
target.” This means Ronin has created anima- 
tion for 50 unique spells for your characters, in 
addition to another 30 that will be unique to 
enemy spell casters. 


WE DON’T NEED NO 

STEEKIN’ POTIONS 

Spells draw from a character's mana pool, 
which regenerates over time, so Blademasters 
won t be a Diablo-esque game about stocking 
up on mana potions. Most of the spells Ronin 
are showing off seem combat oriented, but they 


feature some pretty fancy animation. 
Summoning a rock man causes boulders to 
stack up into an animated character who fights 
for you before crumbling back into his compo- 
nent boulders. Enormous hands reached out of 
the earth for one spell, smashing the hapless 
victim between their palms in a huge giddy 
clap. When meteorites fell from the sky, the 
entire screen shakes with the force of their 
impact. And when the power of one of the 
blades is unleashed and a dragon guardian 
enters the fray, he rivals anything you'd sum- 
mon in the Final Fantasy games. 

Characters start off with some spells, but the 
rest will have to be “learned” in the form of spell 
gems. The idea is that magic within the world 
will gather in certain spots,” explains Dunniway, 
“and when too much gathers, it coalesces into a 
small hard gem. Anyone who has the ability to 
cast magic, and has the ability to master that 
kind of magic, can pick up one of these gems 
and infuse the spell into themselves.” Dunniway 
explains that the gems aren’t sold like other 
items in the game, so you'll have to find them in 
the game world rather than buying them or 
earning them through experience. 


PASSING THE AMMUNITION 
Characters will earn experience, increasing their 
five attributes and five resistances as they move 
up levels. Also, their combat animations will get 
increasingly sophisticated as they go up levels, 
so there's better eye candy with more powerful 
characters. Each character has his or her own 
unique melee weapon, which can be enhanced 
in one of five magic areas (Water, Wind, Earth, 
Fire, and Lighting). These enhancements can 
also be cast on the secondary weapons that any 
character can use. Secondary weapons will 
generally be ranged weapons like bows, cross- 
bows, molotov cocktails, and even flintlock pis- 
tols. Dunniway explains that Blademasters will 
introduce a queuing system to help you control 
the way secondary weapons are used. “They 
have a five-slot queue. Your character uses 
whatever is in slot one and whenever that is 
used up, he cycles to slot two and so forth. A 
blank slot will pause the queue. You can put, 
say, ten arrows in slot one, two molotov cock- 
tails in slot two, five bullets in slot three, noth- 
ing in slot four, and then 50 arrows in slot five. 
The character would then shoot the first ten 
arrows, then throw two cocktail, shoot five bul- 
lets and stop so the player could restart the 
queue if he wanted. It’s a very flexible and 
powerful system.” 

Dunniway mentions another hugely suc- 
cessful game when he talks about 
Blademasters’ multiplayer support. “It will be 
similar to Gauntlet, where all the players are 
working cooperatively to get through the level 
and on the next.” You'll start in a castle where 
you configure your character based on the 
powerups you grab. Then you pass through 
teleporters to clear out succeeding levels and 
solve puzzles, returning to the castle to 
restock as needed. “It’s designed to be 
playable in a very short period of time, from 
30 minutes to several hours. We wanted a 
more casual multiplayer experience that you 
won't have to play for days on end.” That, 
apparently, is reserved for Blademasters’ 
extended single player experience. 


Erik decides against asking O’Lora to go skinny- 
dipping. 
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The engine will build trees, streams, shrubbery, 


and even shafts of sunlight. 
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EIDOS GOES ON A KILLING SPREE 


ately it seems like every action game developer is fighting to win the covet- 

ed title of “Product Most Likely to Give Senator Lieberman a Conniption Fit.” 

Raven Software’s upcoming shooter Soldier of Fortune looks to be a shoe-in 
on the basis of gore factor alone, but Eidos has found a game that might give 
them a run for their money in the morality department. Developed by 
Copenhagen-based IO Interactive, Hitman: Codename 47 casts you as a hired 
assassin and chronicles your progress through a series of contracts that “present 
the player with moral and ethical ambiguities to which each will have to find 
their own resolution.” While murdering people for money seems about as moral- 
ly “ambiguous” as skeet-shooting newborn babies, you have to admit that the 


premise has a certain dark charm to it. 


We had a chance to take a firsthand look at a 
current build of the game, and while it appears 
to be pretty far from being finished (Eidos 
stands strongly behind its affirmation of a 
spring 2000 release), it definitely has the 
potential for some interesting gameplay. Eidos 
is billing the game as a “thinker-shooter”—no 
doubt a sidelong reference to Looking Glass 
Studios’ Thief games, which Eidos also publish- 
es. The game includes some 27 levels that cover 
five actual hits, as well as the preparations nec- 
essary to make those hits—accumulating equip- 
ment, information, and the like. 

Careful planning will be critical to success, 
and much like Eidos’ other “thinker-shooter, ” 
all planning is done within the missions them- 
selves. 1O Interactive predicts that most mis- 
sions will be comprised of about 80% planning 


and 20% action. As long as you draw a weapon 
or enter a restricted area, you are pretty much 
free to wander the levels and assess the situa- 
tion before acting. In one mission you must 
take out a target located in a fenced plaza in 
the middle of town. You can mingle with peo- 
ple on the sidewalk while you observe the 
movements of the target’s bodyguards. You 
need to find a good spot to actually make the 
hit from (a nearby fire escape leads to a 
promising rooftop), and you will need to work 
out an escape route (things can always go 
bad). Eidos claims that each mission will have 
multiple avenues of approach to the target and 
multiple possible escape routes, ideally allow- 
ing players the freedom to be creative and 
avoiding the “one right solution” syndrome. 

In another mission, you will need to get 


BY BENJAMIN E. SONES 


inside a Hong Kong restaurant to take out the 
leader of the Red Dragon Triad, a powerful 
crime family. Members of the Triad wear a cer- 
tain type of uniform, so the easiest way to get 
inside is to find a Triad envoy on the streets and 
throttle him when nobody is looking. You can 
then take his uniform and wear it as a disguise 
to gain access to the restaurant. You will have 
to make sure to remember to hide the body—Al 
characters will react in a negative fashion if 
they stumble across a corpse. 

You will have a number of appropriate 
weapons at your disposal—everything from the 
sleek and ubiquitous sniper rifle to less refined 
tools of the trade such as switchblades and 
piano wire. You'll play Hitman primarily from a 
third-person perspective; there is a first-person 
mode as well that is useful for lining up those 
delicate sniping shots. The game will not stop 
you from going totally Rambo if you want to, 
but unnecessary killing is unprofessional and 
messy, and if you take out too many civilians 
you will have to pay a “cleaner” to come in and 
tidy up all the evidence. 

The game uses a proprietary engine rife with 
popular buzzwords such as volumetric lighting 
and inverse kinematics. It looks nice too, and if 
the environments are a bit blocky the detailed 
textures and character animation (still under 
construction when we saw the game) make up 
for it. Fans of Nocturne will be glad to know 
that the game will model cloth physics and 
real-time reflections as well. 

The big question is whether newcomer IO 
Interactive will be able to deliver on the admit- 
tedly high potential of their premise. We'll be 
sure to let you know as soon as the game goes 
gold this spring. = 
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NEED FOR SPEED: PORSCHE UNLEASHED 
DELIVERS FOR THOSE OF US WHO CAN’T 


AFFORD THE REAL THING 


BY BENJAMIN E. SONES 


ike the filmy wandering eyes of a crazed lunatic, the Need for Speed series 

seems to have split in two and veered off in wildly different directions. On the 

one hand you have Motor City, a PC-only persistent online game based on the 
American muscle car culture, replete with ample quantities of chrome and greaser 
imagery. On the other hand you have the recently announced Porsche Unleashed, a 
detailed look at the 50-year history of German performance car manufacturer 
Porsche (you may have heard of them). Although Electronic Arts has dropped the 
numbers from the title’s name, they consider this title to be the next iteration in 
their regular series, so you could technically call this Need for Speed 5. The game 
does seem to have strong High Stakes leanings, and like previous titles in the series 
it will be a joint PC/console affair (PlayStation, to be exact). Unlike its forerunners, 
however, this game will not deliver a smorgasbord variety of different exotic auto 
manufacturers, instead focusing on an in-depth survey of a single company that 
Electronic Arts believes to be the apple of their fans’ collective eyes. 


“Depth” is the operative word—whereas the 
companies last Need for Speed game modeled 
13 different driveable cars, Porsche Unleashed 
weighs in with over 80 (yes, that’s “eight- 
zero”), astunningly ambitious sum that covers 
nearly every car that Porsche has ever made 
and a few that they haven't. You will be able to 
get behind the wheel of everything from the 
1948 356 Roadster to the 2000 996 Porsche 
Turbo, as well as a few of the manufacturers’ 
not-quite-street-legal track cars. One might 
worry that with so many different cars to model 
the developers might be forced to skimp a bit 
in the detail department. It’s a bit too early to 
tell whether that will be a concern, but early 
signs are good. We put a pre-alpha build of the 
game through it’s paces, and while only a 
handful of cars were available at this time, they 
all came equipped with their own unique 


detailed 3D cockpits and exterior models that 
are every bit as detailed as the ones in High 
Stakes were. Additional little touches include a 
bevy of cockpit sounds (shifting, squeaks, and 
rattles), and the finished game will supposedly 
add a polygonal hand to work the gearshift. 
The developers are also adding a feature that 
fans have been clamoring to see for some 
time—simulation-style four-point physics. Past 
titles have relied on an admittedly well refined 
a system of rules-based physics. They weren't 
bad, per se, but at times your car’s handling 
could feel a little canned. If you exceeded X 
speed in an X-degree turn, your car would 
slide. It made for a decent approximation of 
how actual cars handle, but tended to be a bit 
too predictable. In the real world, slight vari- 
ances in road conditions or the individual ele- 
ments of the drivetrain can make a big differ- 
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ence in how your car reacts. 

Porsche Unleashed takes a different 
approach—like the upcoming Motor City, this 
game defines global physical properties such as 
inertia, friction, and gravity, and then models 
the interaction of each individual element in the 
car's drivetrain, right down to the four tires 
(thus the “four-point” moniker). While the 
physics system is still heavily under construc- 
tion, it already feels better than the driving 
physics in High Stakes. Simulation enthusiasts 
may drool over the prospect of added realism, 
but arguably the largest benefit of a realistic 
physics system (at least in terms of a driving 
game) is that it actually makes the game easier. 
Most people have driven a car at some point in 
their life—even if you have never driven a 911 
Carrera you are going to have certain existing 
expectations for how any car is going to react 
to your input. When the game car reacts more 
like an actual car would, the driving becomes a 
lot more manageable. 

The game expands on other familiar ele- 
ments from the series as well. The career mode 
makes a return appearance, but this time with 
an extra helping of features. You can start 
your Career early in the Porsche era, and work 
to maintain and upgrade your car with your 
race earnings. As time marches on new 
Porsche models will hit the market and your 
car will appreciate in value, assuming that 
you treat it right. You can trade your ride in or 
buy a new one, all within the auspices of a 
fully dynamic economy. 

“Ambitious” goes a long way towards 
describing both of Electronic Arts Need for 
Speed titles in the works—come spring you will 
be able to judge for yourself whether Porsche 
Unleashed will manage to live up to its remark- 
able potential. m= 
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The Pursuit of Fun 


Chris Sawyer unlocks the secrets to gaming success 


V 


sents about 80% of the U.S. market, which means it’s likely the game has sold 


icroProse’s RollerCoaster Tycoon was created in a small village near 
Dunblane, Scotland, mainly by one person, Chris Sawyer. Released in 
March of last year, it was the best-selling game of 1999 according to PC 
Data, selling over 700,000 copies in the US alone. (This figure repre- 


more than a million units in less than a year.) It’s managed to appeal to both 


the hardcore and casual gamers, and is by far the most pleasant surprise of the 


year. We asked him a few questions about the secret to its success. 


CGM: Are you surprised by both the critical 
and public reaction to RollerCoaster Tycoon? 
Chris Saywer: Yes, I'm surprised by how well 
the game has been received by the public and 
the press. | always hoped that what | was trying 
to create would appeal to other people, but 
there were times during the two years of devel- 
opment when | had serious doubts about the 
game, often because of the negative reaction 
from other people in the game industry. 


How about the sales figures? 

I’m delighted of course, especially with how 
well the game has been selling in the US. As a 
Scottish (UK) developer, it’s great to see my 
game cross the Atlantic and sell so well in a 
market which is often very difficult for UK 
developers to penetrate. 


RollerCoaster Tycoon isn’t difficult in the 
traditional strategy game sense. Was that a 
conscious decision? 

| think my philosophy was that it should be fun 
to play with rather than just fun to play against. 
The whole process of playing the game should be 
enjoyable, not just the challenge of winning. | 
could have made the game much more difficult, 
but it might have turned a very positive game 
into a rather frustrating one, where all your hard 
work designing and building a park might result 
in bankruptcy and the end of the game. Where’s 
the fun in that? 


Why do you think it’s connecting with so 
many people? 

| think it touches on two of the most fundamen- 
tal elements of our human nature. We all like 
doing something constructive, where we can 
see that we are creating something from virtu- 
ally nothing, and we all have a desire to nurture 


or look after things. This is what the game is all 
about. You spend hours painstakingly build- 
ing your park and roller coasters up piece by 
piece, and then it becomes your own baby 
which you want to look after and keep running 
smoothly, watching it grow in popularity and 
delighted by the little guests who are enjoying 
all your hard work. Of course the subject mat- 
ter, roller coasters and theme parks, helps a lot 
as well. What could be more fun in a game 
than to build and run a park which is full of 
little people also having fun? 


Your games seem to have a Sid Meier influ- 
ence; that is, when faced with a realism 
versus “fun” decision, you seem to choose 
the latter. 

Most definitely. If you take realism to it’s logi- 
cal conclusion, you get a simulation of real 
life, which is often boring, frustrating, time- 
consuming and not very rewarding. A game 
does benefit from some realism of course, just 
enough to give the player familiar rules and 
recognizable feedback, but the key to a good 
game is to have the right elements of realism, 
along with plenty of other elements which are 
just plain good fun. 


So what’s next? How do you follow up 
something this popular? Do you feel any 
additional pressure to duplicate, or exceed, 
RollerCoaster Tycoon’s success? 

Oh, the pressure! Following up a successful game 
is never easy, but being an independent devel- 
oper, I'm free to take things at my own pace and 
develop my ideas until something worthwhile 
emerges. RollerCoaster Tycoon itself came about 
through the ashes of another project, and initially 
was just an excuse for visiting theme parks to 
“research” the roller coasters! | have been work- 


The Tracks of His Games 


Reflecting on past games 


Chris Sawyer wrote his first game in 1984, an 
obviously highly original work called Missile 
Kommand for the Memotech MTX system. He 
made a living converting Amiga games to the 
PC, and eventually created his first all-original 
game in 1995. We asked him to offer an anec- 
dote about his two major original designs. 


Transport Tycoon 

Published by MicroProse (1995) 

This was my first self-designed “big” game, 
taking around 12 months to develop. My aim 
was to create something less complex but 
more fun than Railroad Tycoon. | added 
more transport types, more detail and better 
opposition, though if you’ve watched a com- 
puter-run company building a zigzag rail- 
way line which is five times the length it 
needs to be, you’ll know the company Al 
wasn’t particularly clever! 


RollerCoaster Tycoon 

Published by MicroProse (1999) 

A project full of ups and downs (and the 
occasional few days back at work designing 
the game and writing the code.) Over two 
years of development went into this game—it 
was a lot of fun to research the subject mat- 
ter—and the published game is far, far larger 
than I’d originally planned back at the start 
of the project. Before | started the game, | 
hated roller coasters. Now | can’t get enough 
of them, and even spent two weeks last sum- 
mer visiting 14 theme parks in the US, just to 
ride the roller coasters. = 


ing on a new project for several months now, but 
there’s no guarantee it will reach completion. One 
of the advantages of being independent is that | 
can quickly change direction, try new ideas, res- 
urrect old ones and generally do anything in 
search of the ultimate objective ina game—fun. = 
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TELL US WHAT YOU WANT IN THE MAGAZINE! 


We want to make sure our content reflects what you want to read the most. Response to our survey so 
far has been excellent, but we want to know what you ai// think. So please take a moment to fill out 
this survey. By doing so, you’ll help insure future issues have the articles you’re most interested in. 


Please rate the following items as to your interest level: 


Not Interested (1) 
Upfront (editorial) 
[ if Fiz []3 []4 


Opinion (columns) 
[]}1 []2 []3 []4 


News 
[]1 []2 []3 []4 
First Looks 


[]1 []2 []3 []4 


Demo CD instructions 
[]1 []2 []3 []4 


Behind the scenes features 

[]1 []2 []3 []4 
Comparative roundups 

[]1 []2 Lia []4 


Previews 


[]1 [2 []3 []4 


Hardware coverage 
[]1 biz []3 []4 


Detailed strategy guides 
[]1 i2 L13 


Short tips & cheats 
i [] []3 []4 


Action game reviews 
[]1 []2 Lie []4 


Adventure game reviews 

[]}1 []2 [La []4 
RPG reviews 

[]1 [2 ae []}4 


Simulation reviews 
[]1 []2 []3 []4 


Sports game reviews 
1 Ll2 []3 []4 


Strategy game reviews 
1 []}2 []}3 []4 
Wargame reviews 


[]1 [J2 []3 []4 


Classic/Puzzle game reviews 
ja []2 []3 []4 


Internet-only game reviews 


[]1 []2 La3 []4 


Game console (PSX, N64, etc.) coverage 
[]1 []2 []3 []4 


Game design tutorials 
[]1 Lae []3 []4 


Demos 


Laa []2 []3 []4 


Links to online information 
1 Lj2 Lis []4 


OPTIONAL DEMOGRAPHIC INFORMATION 
Number of PCs in your household: 


[]None []One [ ] Two [ ] Three or more 


Game consoles owned: 
[ ] Psx [ ] N64 [ ] Dreamcast 


PDAs owned: 
[ ] Palm Pilot [ ] Windows CE 


Age: 


[ ] Under 14 []14-18 []19-24 


Gender: 
[]Male  [] Female 


Education: 
[ ] High School [ ] Some College 


Total Household Income: 
[ ] Under $25k [ ] $25k-540k 


Do you have children?: 


[ ] College Degree [ ] Graduate Degree 


Extremely Interested (10) 


[ ]10 
[ ]10 
[ ] 10 
[ ]10 
[ ]10 
[ ] 10 
[ }10 
[]10 
[ ]10 
[]10 
[ ] 10 
[]10 
[ ]10 
[ ]10 
[ ]10 
[]10 
[ ]10 
[ ]10 
[ ]10 
[]10 
[ ] 10 
[ ]10 
[ ]10 


[ ]10 
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or fax to: 
802-434-6493 


ast month we looked at Mods for Quake //, Myth II and various role- 

playing games, and we explored some of the issues surrounding 

intellectual property and copyright infringement with regards to 

Mods. With Part Il of this article, we explore a few of the offerings for 

Half-Life, Unreal, and Sid Meier’s Gettysburg while discussing the 

answer to the question, “Why make Mods?” We also spoke with vari- 
ous game developers to ask why they make their software Mod friendly, when 
there’s little evidence it makes a difference in overall sales. 

For those unaware, a Mod is a user-created “Modification” to a game. They run 
the gamut from Modifying existing weapons to turning Half-Life into a WWII game. 
Most are focused on creating more compelling multiplayer experiences, and often 
are as polished and compelling as full-blown commercial products. 

While there are literally hundreds of Mods to choose from, we’ve picked a 
handful that we felt stood out. 


Moos Ges a Haie-Lire 
More than any other first person shooter, Valve 
has embraced third-party Mods, perhaps 
because Half-Life itself is a sort of Mod itself, 
built from an amalgam of Quake technologies 
and Valve's own wizardry. It has a built-in Mod 
browser you can access by selecting “Custom 
game” from the main menu; clicking on 
“Refresh” while you're online shows you all of 
the available Mods. Although you can install 
them directly from this browser, it’s a good 
idea to use the “Visit web site” option and 
manually download the latest build. The auto- 
matic install option doesn’t always keep up 
with the latest build of a Mod. 

Unlike Quake, you won't have to tinker with 
command lines to run a Ha/f Life Mod. Just select 
“Activate” from the Mod browser and you’re 
good to go. Select the “Filter” option from the 
list of available multiplayer games to find 
servers running a particular Mod. Some require 
new commands, but this is generally built into 
Half-Life’s Controls screen. On rare occasions (Oz 
deathmatch, for instance), you may have to 
manually bind commands, a simple process that 
is described in the Mod’s documentation. 


dcoion Hair-Liee 

This is a deathmatch variation that was ported 
over from Quake. The point of this Mod is to 
make gameplay more like an action movie 
(each round begins with a call for “Lights! 
Camera! Action!”), instead of a deathmatch 
between demi-gods with deep reservoirs of 
health and handy access to magic medkits. The 
characters move much more slowly and the 
gunfire is much more lethal. Although Action 
Half-Life isn’t always a matter of one-shot kills, 
when you do survive a hit, you'll probably 
have to find safety to bandage your wound 
before you bleed to death. Even then, the road 
to death is a one-way street, since there are no 
health power ups. Hit locations allow for leg 
damage, which slows your movement to a jerky 
crawl until you bandage yourself. 

Characters can generally carry a pistol, a 
primary weapon and a special item. In a team 
game, you'll select your primary weapon and 
item, allowing for some rudimentary classes; 
the in-your-face runner with an MP5 subma- 
chine gun and kevlar vest, the sniper with a 
rifle and silencer, and the close assault guy 
with a shotgun and stealth slippers are popular 
“classes.” But in a deathmatch, you have to 
fight for anything more powerful than your 
basic pistol. The bigger guns tend to be 
unique, so if you want that sawed-off shotgun, 
you re going to have to kill the guy who’s 
shooting it at you and take it from him. Many 
of the items are pretty useless, but kevlar vests 
always come in handy and stealth slippers, 
which mute your footfalls, are perfect for 
sneaking up on your opponent. And the Action 
Mods were one of the earliest games to offer 
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the uniquely satisfying pleasure of killing 
someone “John Woo” style (i.e. two-fisted pis- 
tol action). 

There aren't a lot of Action Half-Life maps, 
but those that are available are memorable: the 
prison, complete with a map room to track 
other players, a dam, a few city settings, a 
maze-like warehouse, and an insane asylum are 
some of the better ones you'll find doing the 
rounds on the servers. 


Counter - Sorine 

If Team Fortress is the most successful Mod, 
having scored its developers fame and a steady 
job, Counter-Strike is the most popular Mod. It 
almost always has the most players and servers 
listed in Half Life's Mod browser. It is played in 
a series of short, sharp, suspenseful exchanges 
between two teams, fighting on imaginative 
and vividly realized maps. On most of the maps 
the action is shunted through a series of deadly 
choke points, since the attackers have to reach 
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scientists held hostage and the defenders have 
the luxury of setting up an ambush wherever 
they like. The latest build adds some maps in 
which the terrorists have to place bombs in pre- 
designated spots and keep the counter terror- 
ists from defusing them before they blow up. 
Couple these clear-cut objectives, requiring 
intense head-to-head firefights, with the small 
maps and you're going to be laying down a lot 
of blood and scorch decals. 

Minh “Gooseman”’ Le, the project leader of 
the Mod, says he chose the subject matter 
(counter-terrorism) because he found it 
intriguing. “I’m also a big gun freak so there 
was a natural tendency for me to include every 
damn gun under the sun.” Along those lines, 
the Mod replaces Ha/f-Life’s weapons with an 
assortment of real-world guns. But you have to 
earn money to buy better weapons by doing 
your job: this either means killing the guys on 
the other team, or rescuing the hostages if 
you're one of the good guys. You'll lose money 
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to friendly fire incidents or if you shoot a 
hostage (which is incentive for the bad guys to 
use hostages as human shields). Armor is also 
an important purchase and you can spend the 
rest on additional ammo and perhaps a 
grenade or two. 

This Mod works so well because it’s so 
focused. Your team is always after the same 
clearly defined objectives and there’s rarely 
room for rogue elements to stray off and do 
their own thing. You don’t spend any time 
hunting for better weapons or power ups. The 
gameplay consists of stretches of suspense 
and fear punctuated by a few seconds of wild 
gunfire. When you die, you're out until the 
next round and you lose the weapon you had 
bought, so there’s a strong incentive to 
remain alive. 
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On the surface, playing an Oz game doesn’t 
look much different from standard Half-Life 


deathmatches, but it adds more depth and 
flexibility. It lets you easily adjust details like 
weapon characteristics and scoring setups by 
changing values in a conveniently laid out text 
file. “Our main goal was to letting the server 
administrators be creative and have complete 


control over everything,” explains high-school 
senior and project leader Will “Willi” Roberson. 
It adds a great grapple, which destroys the 
intent of most map designers by letting you 
move your characters to literally any point you 
can see. But it makes deathmatches much more 
fun when the players are slinging around like 
Spiderman or dangling from the shadows in the 
ceiling waiting to snipe you with the Crossbow. 
You'll have to manually bind commands (this is 
spelled out in the documentation) for the grap- 
ple as well as the runes, which is another con- 
cept Oz brings to Half-Life. 

Roberson says he was a big fan of the Mod 
Lithium for Quake and Quake //, so he decided 
to bring a like-minded Mod to Half-Life. Players 
can carry a single power up, called a rune, 
which give you special abilities like firing faster, 
automatically regenerating health or scoring 
double points for each frag. As implemented in 
Oz, the runes take the form of glowing suits, so 
it helps to print out a list of the rune colors and 
effects. “In the end | believe we've surpassed 
the original. There are far more variables and 
many more runes, as well as other features.” 
However, some of the runes are potentially 
unbalancing. For instance, if you tweak the 
cloaking rune enough to make its bearer effec- 
tively invisible, the player is nearly unstop- 
pable. The crowbar rune is a great favorite, 
imparting infinite damage with a crowbar hit 
(i.e. instant death for your target). 

Oz is a server-side Mod, which means if you're 
just browsing around playing on other people’s 
servers, you don't have to install anything since 
you re a Client. However, you will have to bind 
your commands, which you'll be reminded about 
when you join an Oz game. If you want to host, 
or if you're running a LAN game, you'll need to 
download and install the Mod. 


science ano inpusory 

Peter “Goldmund” Ginsberg and Kevin 
“Potatojin” Cancienne, 20-something New 
York-based web developers, mixed some other 
Mods with a bit of influence from other genres 
to create Science and Industry. “We wanted to 


create a Mod to take advantage of what was 
great about Half-Life,” says Ginsberg, “partic- 
ularly the consistent aesthetic and PC interac- 

tion with the Al.” 

The end result is one of the more clever 
ideas for a team game. Players are divided 
between two teams representing competing 
companies. You start out with a pistol, but each 
company has a team of scientists researching 
new weapons. There's a rudimentary research 
tree that your corporation will climb over the 
course of a game. When your scientists research 
a new weapon, the members of the team vote 
on what they want the scientists to research 
next, including new weapons, toys like the 
mind ray to hamper enemy scientists, and 
upgrades to the amount of armor you can wear. 

The point is to kidnap your opponent's sci- 
entists. You whack them over the head and then 
cart them away in a fireman’s carry to your 
human resources director (who looks suspi- 
ciously like the blue suited government agent 
from Half-Life), who then puts them to work on 
your team. 

One of the twists is that the scientists are a 
skittish lot. If there’s lots of combat around, 
they work more slowly (one of the toys, which is 
actually not very useful, is a transistor radio 
that makes so much noise that enemy scientists 
can't get much work done). Also, scientists 
apparently have a strong union, because if they 
hear you ve been killing other scientists, even 
the guys working for the other company, they 
stop working. So you can’t just charge into the 
enemy's lab and open fire on his hapless 
researchers. This is a great way to instill a little 
forced respect for learned men. 

The scientists are also slowly earning money 
for your company. The more scientists you have, 
the faster they earn money. The winner is the first 
company to earn a certain amount of money. 

The only downside with the Mod is that it’s 
still in need of a lot of tweaking. As it is, it’s an 
intriguing but poorly balanced concept that 
needs a coat of polish. 


Team Porsress Ciassic 

Team Fortress is probably the single most suc- 
cessful Mod ever. It was born as a Quake Mod, 
but Valve hired the two developers while they 
were working on a version for Ha/f-Life. 
Although they've been hard at work on the 
hugely ambitious Team Fortress 2, the guys at 
Valve still finished a version for Half-Life. The 
result is what is perhaps the definitive class- 
based team game. While not as complex as 
Quake II's Weapons Factory and it’s not as sleek 
as Dynamix’s Starsiege TRIBES, but it strikes the 
perfect balance between the two. Most servers 


run the Capture the Flag game, but there are 
some immensely entertaining variations, such 
as The Hunted (one team tries to escort the 
Hunted character to the exit, the other tries to 
assassinate him first) and Canalzone (each team 
fights for control of victory point locations to 
accumulate a score). 

The spread of classes insures that there are 
plenty of different playing styles available, from 
the standard run and gun action of a Soldier or 
Scout to the complicated nuances of playing a 
successful Spy. There’s even an Engineer who 
can stand back and build sentry guns and re- 
supply points, making the gameplay not unlike 
that of a real-time strategy game. Each class has 
its own speed, armor capacity, and variety of 
weapons, including two types of grenades. Once 
you Start to explore the different classes and the 
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»» And the battle starts. »»» Up close and personai. 


ways they interact, the Mod’s real depth starts 
to show and you'll hardly notice the lack of map 
variety. Team Fortress Classic can be overwhelm- 
ing at first, but Valve has made it easy to jump 
in with documentation in the “manual” subdi- 
rectory. There’s even a comprehensive collection 
of map-specific tips. 


lar in Gurope 

Some Mods are all about theme. War in Europe is 
a perfect example. It takes Ha/f-Life to World 
War II settings like the landing on Omaha Beach 
and the battles in war-torn French towns where 
every window or crumbled wall could hide a 
sniper. As you rack up frags (which are also 
awarded for surviving a round), you can 
upgrade to better weapons. The Americans and 
the Germans each have their own authentically 
styled weapons and the character Models look 
like soldiers. Particularly impressive is the ambi- 
ent sound that plays on the maps; even if you’re 
in an intimate match with only a few players, 
you'll hear gunfire, men shouting, and artillery 
arcing over your head (or onto your head if you 


stay outdoors in one place for too long). 

Unfortunately, there was some ruckus about 
the Mod using resources from Counter-Strike 
without permission. The Mod has been on hold 
for the last few months since version 0.61. But 
when it comes to taking Half-Life away from 
its original setting, no one takes it as far as 
War in Europe. 


No one can deny that when it was released, 
Unreal had a graphics engine miles and away 
better than any other game. You'd think Mod 
makers would have been champing at the bit to 
work with such splendor. But its networking 
code was so clunky that it was regarded as pri- 
marily a single-player game. Since Mods are 
almost always geared towards multiplayer 
gaming, the Mod community for Unrea/ didn’t 
flourish as it did for Quake and Quake-based 
games like Ha/f-Life. But once the networking 
code was patched, some remarkable Mods 
emerged. Although most of the Mod communi- 
ty is gearing their efforts towards the recently 
released Unreal Tournament, there is still some 
fine work for the original Unreal. 


»»» Getting a bit of that medicine. 


iIneuGcracion 

This is one of two Mods that makes Unreal 
more... real. It replaces its sci-fi weaponry with 
the sorts of realistic guns you'd see in a game 
like Rogue Spear. Jesse “Warren” Taylor, the 
project coordinator and lead artist for the Mod, 
chose this angle because he loves realism. “| 
want to feel the hairs on the back of my neck 
stand up like they do when | watch the beach 
landing in Saving Private Ryan. When 
Infiltration takes more skill than the common 
deathmatch, we'll be on the right track!” 

They may already be there. The game 
includes weapons like Heckler and Koch MP5's, 
M-16’s, Benelli shotguns, breach loading 
grenade launchers and Glock 9mm pistols. 
You'll have to reload weapons when your clip is 
empty; you can set this to happen automatical- 
ly or you can assign it to whatever command 
you'd like on Unrea/’s controls menu. Some of 
the weapons have different Modes (such as sin- 
gle shot, burst or full automatic), but none use 
Unreal’s alternate fire Mode. Instead, the right 
mouse button is best used for aiming: when 
you press the button, the gun Model is raised to 
the center of the screen and you sight your 
shots along the barrel of the gun for greater 
accuracy. This aiming is also built into the 
sniper rifle Model, which lifts to the center of 
the screen and then switches to your zoomed in 
view as you look through the scope. You're wel- 
come to run around firing from the hip, but as 
Rogue Spear players well know, you probably 
won t hit anything. 

Gunfire is far more lethal in this Mod, to the 
point that the sound of a shot will have you 
scurrying for cover. Health kits don’t instantly 
heal you by running over them. Instead, 
they're inventory items that you have to use. 
Even then, they work slowly, so it pays to hide 
in a safe place to tend to your wounds. You 
can also have lots of fun seeding maps with 
claymore mines that will explode when some- 
one walks into their activation area. It’s sur- 
prising that more Unrea/ Mods don’t include 
the tactical element of laying booby traps. 
There's nothing quite so gratifying as getting 
a free frag when you're all the way across the 
map from your victim. 

Infiltration also introduces some exciting 
new Modes of gameplay. In addition to your 
standard deathmatch, there are Standoff and 
Classic Modes. Standoff Mode is a team death- 
match, but when you’re killed, you’re in spec- 
tator Mode until the next round. The last team 


Ke SS 
29» Get that soul. 


+2» Got him lined up.... 999 \ Yow, now that’s 
armed to the teeth. »2» Oh god, he’s got the doll! 


with someone alive wins. Classic Mode is a sort 
of Capture the Flag variation with similarities to 
Unreal Tournament's Assault Mode and the 
Counter-Strike Mod for Half-Life. Players are 
Separated into attackers and defenders. The 
attackers have to get a CD and return it to the 
laptop at their spawning point. The defenders, 
of course, have to try to stop them. The game 
plays out in a series of quick rounds, with vic- 
tory going to the team to win the most rounds. 


Serpensine 

Serpentine is like Infiltration, but with perhaps 
even more emphasis on realism. When you aim 
your weapon, you move more slowly. Gunfire is 
more lethal and accuracy penalties seem more 
severe if you don't stop to aim. There’s no 
ammo counter, so you have to mentally keep 
track of the number of rounds left in your gun 
or you'll find yourself having to reload at inop- 
portune moments, like when you should be 
gunning one of your opponents down. You 
want realism in your deathmatches? This Mod 
will have you asking “Rainbow what?” and 
“Rogue who?’”. 

Developer Michael Flannery was unhappy 
with the way the patchwork updates for Unrea/ 
kept forcing him to rework his Mod so the pro- 
ject was abandoned after version 8 and it 
doesn't show any signs of further develop- 
ment. However, it’s perfectly playable and 
serves as a nice contrast to Unreal's surreal 
hyper-kinetic deathmatches. You'll have to 
manually assign a key to reload weapons, 
which requires typing a command into the 
console. This is a simple matter and something 
most Quake players are accustomed to, and is 
the only Mod covered that requires this sort of 
manual configuration. 


Sout Harvess 

This is a relatively minor Mod that changes the 
scoring system in Unreal. Mike “Mongo” 
Lambert, an 18-year old programmer and self- 
described “Unreal Tournament fanatic”, says a 
friend in a chat room brought up the idea. The 
idea is that instead of getting points for killing 
someone, you have to pick up the soul that 
Slowly rises from their dead body in the form of 
a floating translucent character Model. Think of 
Soul Harvest as an anti-camper, anti-sniper 
device; if you sit back and pick off your ene- 
mies from a distance, you're just going to 


leave frags lying around for the more proactive 
players to pick up. 

The Mod, which also works as a “mutator” 
for Unreal Tournament, encourages more in- 
your-face gameplay. The only frags that count 
are the close encounters, shifting the weapon 
balance away from the Sniper Rifle and 8-ball 
Launcher and towards the Flak Cannon and 
Minigun. The GESBioRifle and Razorjack are a 
bit trickier, since you have to be close to your 
kill, which puts you at risk of your own gobs of 
goo or bouncing razorblades. Bots don’t 
understand Soul Harvest very well, so you'll 
have an unfair advantage unless you're play- 
ing with other humans. 


Unreat 4 Bver 
As if the weapons in Unrea/ weren't unconven- 
tional enough, Unreal 4 Ever (U4E to the truly 
hip) makes them look downright stuffy. Created 
by Walter “Max SMoke” Sharrow, a 24-year old 
freelance graphic artist, and Holger Huck, a 
physics student in Germany, this Mod is mainly 
an assortment of wildly inventive new weapons 
to spice up your deathmatch games. ‘We just 
wanted more of everything!” says Sharrow. 

In addition to over 40 new weapons, they've 
also added 10 new characters, such as a dragon 
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»» Demon battles. 


man, a three-legged insectoid, a mech anda 
giant teddy bear. Yes, a giant teddy bear. The 
Mod's website has some maps bearing the U4E 
title in their name, but this Mod works with any 
Unreal map, replacing the conventional 
weapons with its own twisted arsenal. 

Once installed, you select a deathmatch 
game from the main menu based on which 
weapons package you want to use (these are 
called “cores”). Of course, you can always pull 
out all the stops and play with all the weapons 
enabled. Although the Mod makers had intend- 
ed to support Capture the Flag games, they still 
aren t finalized in the latest build. Also, the 
bots don't seem to adapt very well to some of 
the weapons. They re still competitive, but 
there are some weapons that only work in the 
hands of other human players. 

Once you try U4E, you may never go back. 
You ll find yourself wondering where you can 
find a Baby Nukem or a Quantum Singularity 
Generator; once you've used a tactical nuclear 
device hidden in a kewpie doll or a rift in the 
fabric of space and time to suck your enemies 
into an alternative dimension everything else 
seems trite. U4E takes full advantage of 
Unreal's alternate fire button, so most 
weapons have two dramatically different 
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Modes. For instance, the Flamethrower can be 
toggled with the right mouse button to shoot 
flames or a freezing cloud. The Singularity 
Generator’s alternate fire creates an invulnera- 
ble shield around its owner, although this 
burns ammo at an alarming rate. The Jet 
Engine can be used to send you soaring 
through the air or you can turn it around to 
blow your target backwards. It’s great fun on 
a precipice, although you won't get the frag 
when your opponent falls to his death. 

But wait, there’s more! How about a continu- 
ous beam weapon with a Star Trek sound effect? 
How about that lightsaber you loved in Jedi 
Knight, complete with the ability to deflect 
incoming shots? How about a bubble gun to 
pump your target up like a Macy’s Thanksgiving 
Day parade float? How about a Shrink Ray 
straight out of Duke Nukem? How about a man- 
ually controlled rocket with a TV camera guid- 
ance system? How about laser tripmines like the 
ones in Half-Life? How about flying, super 
speed, and invincibility power ups? What would 
you pay for this astounding package? $40? $20? 
$10? Well, too bad, it’s free. “We’re getting a lit- 
tle closer to the Unrea/ we wanted to play,” says 
Sharrow. “Now if we can just get our Tanks to 


” 


work in Unreal Tournament... 
Stay tuned to this Mod. 


While a few war and strategy games have, 
over the years, allowed Mods (some of SSG’s 
designs, for example, including Warlords, 
which people have turned into a WWII 
wargame), most just allow for scenario cre- 
ation. Enterprising hackers (with some help 
from Firaxis) have worked on doing Mods for 
the more recent Sid Meier’s Gettysburg, a real- 
time wargame that was a runaway hit with 
players when first released. While you can 
purchase Antietam directly from Firaxis, 
gamers of the more adventurous sort have 
been re-fighting a home-grown Antietam for 
months, thanks to dedicated fans online at 
Appomattox Courthouse. 


THe srognaros 

Tabletop and board wargamers have always 
been a cranky and independent lot, ready to 
dispute game designers’ assumptions and 
change rules to suit their own views of history. 
This could be easily done in the pre-digitized 
world with the stroke of a pen, but next to 


impossible with a computer game where every- 
thing is built into a program. 

However, more and more gamers are now 
becoming adept at hacking programs to suit 
their preferences. To date, no one has actually 
claimed to have Modified the Gettysburg engine, 
but there are numerous imports of the system to 
other American Civil War battles and even to 
other periods, with varying degrees of success. 
Oddly enough, most of the Mods and scenarios 
come from players outside of the United States. 

Of course, none of these Mods would have 
happened without the support of members the 
Firaxis staff who made the game's art and map 
editors available for download. The map editor 
is a fairly intimidating program, but die-hard 
Sid Meier fans have waded into and produced 
some truly remarkable battles. 


Genera. appinions 
In addition to Antietam, you can find most of 
the major (and not-so-major) engagements of 
the Civil War online. Many of these just come 
with the full battle, but many also have scenar- 
ios taken from the battle’s high points, such as 
Bloody Lane at Antietam. There are also numer- 
ous “what if” scenarios for both Gettysburg and 
totally hypothetical engagements. 

Many gamers have taken advantage of the 
art editor to spruce up the uniforms at 
Gettysburg. Purists have created more authentic 
uniforms and more historically accurate flags 
available to both sides. Confederate cavalry, in 
particular, has been the topic of several patch- 
es. If you want your Union troops in frocked 
coats rather than shell jackets, there’s a patch 
for that too. Another patch enhances the 
artillery explosions that shipped with the game 
and makes breastworks and other man-made 
features more appealing. 

Two other Civil War graphics Mods of note 
are online. One doubles the number of infantry 
figures in a regiment, making for some very 


realistic looking formations. The other changes 
the scale of the figures to that of the terrain, 
resulting in some realistic but tiny firing lines. 
It makes sense that, if you can change the 
uniform art to be more accurate, then you can 
change it to a different period entirely. 


Saraboga 

Another good, but slightly less plausible Mod 
takes the Gettysburg engine back to the 
American Revolutionary War. Of course, this is a 
period of smooth-bore rather than rifled mus- 
kets and artillery, but the type of fighting is in 
some respects similar to the Civil War. 

"Sid Meier's Gettysburg is such a brilliant 
game that it is crying out for more ‘wars’ to 
apply it to,” explains Rich Scott, the 45-year 
old Dorset, England native who created the 
Mod. “I’ve always been fascinated by the 
Revolutionary War, especially the uniforms of 
that period, and | decided that since Firaxis 
were unlikely to produce a new version, | would 
have to do it myself.” 

The Mod most has infantry firing lines engag- 


_ Admittedly, most gamers have never even 


__ of the American Civil War, the weaponry and 


ing each other with some artillery support and 
next to no cavalry. The uniform graphics are 
adequate and the small size of the battle makes 
it playable in its entirety. Scott plans on adding 
more uniform art in a future version of the Mod, 
one updated for Antietam. Possible uniforms 
include British Guards, Hessian troops, Green 
Mountain Boys, “plus a variety of uniforms for 
the Americans to reflect how ‘non-uniform’ the 
fledgling US army actually was.” 


| convincing portrayal of a European battlefield. 

| Solforino comes with the complete battle and 
several nail-biting scenarios. The French 
Imperial Guard is there, along with plenty of 
cavalry, something for the most part missing 
from the original Gettysburg. 


Ulacerioo 

The most ambitious attempt to use the game 
engine for another period is Waterloo. Months 
ago, this Mod featured British and French 
infantry graphics, but cavalry and staff were 
still dressed in Civil War uniforms. A recent 
download of the battle shows only Civil War 
uniforms, but according to Jeroen Hill, one of 
the authors of the Mod and webmaster for 

| www.sidgames.com, that was due to some of 
the files being lost during a server transfer on 
| their website. It should be updated by the time 
| you're reading this. 

The 21-year old Hill, who describes himself as a 
“real-time strategy lunatic” and student (though 
not necessarily in that order), and one of his part- 
ners, 17-year old student Colin Jones, created the 


SOLForinog 

To date, the best-executed and most successful 
port of the Gettysburg engine to another war 
has to be The Battle of Solforino, one of the 
major battles of the Franco-Austrian War. 


heard of the Franco-Austrian War, let alone 
Solforino, but this is a Mod well worth down- 
loading. Not only are the uniforms really well 
done, the orders of battle seem to be thorough- 
ly researched. The period is also so close to that 


tactics are entirely similar and give a pretty 


BOTH SIDES WEIGH IN ON WHY THEY CREATE Mops 
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tools user-friendly. On the surface, the amount of extra work 

required to make your game modifiable is a hard sell to a bean- 
counter, as only a tiny percentage of users will use the tools, supply- 
_ing another tiny percentage with additional gameplay. Who the big 
question is why do software companies bother? 

Jaime Griesemer, who is Bungie’s primary contact with the map- 
making community, and now level designer for their upcoming Halo, 
says it does justify the work. “Mods extend the lifetime of the prod- 
uct by adding variety and ‘freshness’... Bungie has a solid communi- 
ty of devoted fans because of our eHorts, and any marketer will tell 
you that is. definitely a tangible result.” 
Licensing an engine from a third-party makes it some- 
_ what easier, as the original developer has usually creat- 
_ eda set of tools that can be adapted to make them 
friendlier for a gamer to use. This is the case with 
Third Law Interactive, who are creating KISS Psycho | 
_ Circus: The Nightmare Child with Monolith’s 4 
_ LithTech engine and tools. “We just need to provide 

people access to our documentation, custom - 

_ effects and tool-tweaks,” says Sverre Kvernmo, the 
Lead Level Designer for the game. 

Despite utilizing the Quake engine, _ 
Valve Software took it even farther with 
Half-Life. It purchased a level-building 
tool called Worldcraft and turned it into 
a more polished too that could be used 
by consumers. Valve even has its own 
Half-Life SDK (Software Development — 
Kit), one for Mod authors and another, 
more advanced version that includes 
“more original source code. “Team 
Fortress Classic was our in-house test of 
the SDK,” says Gabe Newell, founder 
and sia ding Director et eiciaed ‘as it 


: i t sakes s lot of we to siske: your software editing and creation 


| had to use all of the same s iehane that 2 a Mod dnalanes wala 


- Imods require. All told, Newell says it was a couple of Hadanced ve 


use.” They also created an interface within the game to allow play 
ers to easily switch between Mods without having to use alotof 
command-line switches and bindings most regular Quake or Quake 


justify this level of commitment to saaiiaihinn Part oft the reason Le 
we cancelled the Macintosh version of Half-Life i is that we would 
have had to cut corners on the Mac versions of the | ‘SDK cere the 
networking and the updating and...).” s 
- The amount of effort is echoed by leff Voped creator of the. 
Exile series of role-playing games, whose Mods we looke Peo 
at last month. “It’s hard, and a lot of extra work.” "He : 
explains that editors used by the game companies 
internally are usually designed with one purpos 
_ in mind, and you know exactly what. you can 
and cannot do. “But the moment you put the De 
program in someone else’s hands, all bets | are | 
_ off. People will try to do things you mever” : 
would have expected in a million years.” be - 
. “But Blades has been a good seller, so it jus 
tified the work. If it flopped, that would have 
_been another story entirely.” Vogel says he is 
indebted to the people that create scenarios wee 
his game. “A lot of people are working very hard:to 
make my producta betterdeal.” ee 
On the other hand, Keith Zabalaoui of Atomic Games, ee 
creators of the Close Combat series, has taken some heat an 
from a small group of the game’s fans for what they per- 
ceive as an anti-Mod stance. “The underlying code was 
not designed with user-configurability in mind,” he says, __ 
“and it is not practical for us to re-engineer that code,” 
And as a small developer, Atomic alsocan’tbeinthe => 
business of supporting such Mods. “We ete oe aa ae 
that is where we want to keep our focus.” 7 oe 
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Mod because they both preferred the Napoleonic 
period to the American Civil War. “We changed 
everything, from the art of the game to the 
orders of battle itself,” says Hill. He also men- 
tions that they may start re-working Waterloo 
to take advantage of some of the new features 
in the recently released Sid Meier's Antietam. 
The final battle of the Napoleonic Wars, 


Waterloo was fought nearly fifty years before 
Gettysburg, using all the various formations 
and combined arms tactics that marked the era. 
Massed artillery, attacking columns of infantry 
and furious cavalry charges were the order of 
the day, unlike the Civil War which saw the 
ascendancy of the infantry firing line. 

In Sid Meier's Gettysburg, infantry maneuver 
in marching columns, which is not a shock for- 
mation, and cavalry dismount for combat. As a 
consequence, the engine has some difficulty 


representing the dynamics of a Napoleonic bat- 
tlefield. There’s nothing more bizarre than to 
launch a massed charge of French heavy cavalry, 
only to see them dismount at the last moment 
rather than trample their target under hooves. 
It is understandable to want to apply the 
Gettysburg engine to the Napoleonic era. 
Outside of the Battleground games on the topic, 
there is nothing out there covering the period at 
the battalion scale. But more changes need to 
be done than just making the uniforms and ter- 
rain resemble those at Waterloo. New forma- 
tions such as attack columns and squares need 
to be introduced, and cavalry would have to be 
given the capability to charge while mounted. 
Weapon capabilities and chain of command 
functions would also have to be reassessed. 
Nevertheless, Firaxis has indicated that it 
may take a stab at reworking its engine to han- 
dle Waterloo or some other Napoleonic battle. 
Some fans of the system even want to see it 
applied to ancient or medieval battles. Time 
will tell how well Firaxis can get the engine to 
handle other periods. = 


Ges a vos 

So why do Mod makers create them? “[Mods] pro- 

vide a foundation for an online community to 
grow and flourish and they provide a resource - 

_ for creative talented people” says Griesemer. 

_ Kvernmo, who came out of the Mod commu- 
nity, points out that it’s a constant source of 
new talent for the industry, a feeling mir- 

_ rored by Newell. “It’s a great way for people 

_ interested in gaming to start to move into 
: developing games.” 
The people making the Mods are well aware of 
_ this potential. Chris “Kramer” Shelton, who’s work- 
_ ing on the Thunderdome 2000 Mod that was covered 
_ last month says it’s a stepping stone toward a career mak- 
ing games. “I’ve found it’s very difficult to even apply for 
__ a game company job without prior experience.” He points 
_ that that since you can’t get a formal education in game — 
~ making, Mod-making is essentially his college work. 
_ “Mods allow you to develop your knowledge of how 
games work,” explains Colin Jones, who worked on the 
_ Waterloo Mod for Sid Meier’s Gettysburg. “And hopefully 
people may notice what you have done and decide to hire 

. you with a games company.” 

__].T. “Wyvern” Dahl, who works on The Matrix website, 
is only 14 but sees Mod making as a way to get experi- 

ence. “It’s like baby steps into real programming and developing 

games for companies.” This feeling is mirrored by Walter “Max 
SMoke” Sharrow, who also points out, “Besides, who doesn’t want to 
make a few changes to their favorite video games?” 


-Woutpn’s 16 Be coo Ie... 

Ultimately, the most common answer to “Why” is that Mod makers 

- want to tinker and change their games. “I think its human nature to 
want to change everything we get our hands on,” says Charlie 
“seedload” Zimmerman, the man behind the HeadHunters Mod. “| 
think we have all played games where we had a ‘wouldn’ tit -be-cool- 
if’ reaction to a level or a weapon or a monster in the game.” Kevin 

~ “Rorschach” Johnstone, a self-described “Scotch Git” who’s created 3D 
models for a number of different projects, agrees. “The way | see it, 

__ anyone who's played a game spends time ripping its faults to bits and 
talking about how certain things would have been cool.” 
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Minh “Gooseman” Le Slave a lot of games and. Mods siilay : 
to his own Counter-Strike, but kept asking himself, “Why did — 
the developers put that feature in, or why didn’t they do 
_ this?” He says Counter-Strike is the game he’s always _ 
wanted to play. “It may have a lot of quirks that other 
people may consider annoying,” he says, “but at the 
end of the day if | can’t sit down and enjoy é a ganie ee it, : 
then it’s all just pointless forme.” ie 
“The ultimate goal is to make a game that fits me . 
like a eve” says Aubrey “PainBerry” Hesselgren of _ 
the team creating The Matrix Mod. “If! get : 
it right, | shouldn’t be seen playing any 
other game/mod, and hopefully others will : | 
appreciate my vision and enjoy it too. It's s.. 
selfish, but whatcha gonnado?” 
_ Johnstone also sees Mod making as a way 
to move beyond the conservatism of grins : | 
companies. “We’re much more limited to _ 
tried and tested theme’s, so if you really — 
want something made better (i.e closer to. 
how you want it), get up off your ass and 
try to do it yourself.” Jesse “Warren” Taylor 
of the Infiltration Mod team, mirrors that — 
sentiment. “[Mods] give you the freenont, ae 
not otherwise found when working on a_ 
commercial project. You can do what you oo 
want and play with other ideas that may not be sultable si to ne sort a 
genre a publisher is looking for.” 


ya 


SHare anD SHare ane : 
In addition to creating a game for yourself, others just want to share. “It , 
was cool bringing our own particular sickness to the masses,” explains - 
Monsto Brukes of the HeadHunter Mod team. Mark L. “Major Trips” 
Ferrell, lead coder of the Chaos DM Mod, likens it the Linux community. 
“| like that whole feeling of being apart of the gift culture.” ts 
Will “willi” Roberson, creator of Oz, just enjoys the fact that people : 
play it. “The biggest plus is joining a server and just watching people 
enjoy your work.” Mike “Mongo” Lambert of the Soul Harvest Mod, is _ 
also looking to spread some fun. “If | succeed at that, ‘then that Mod’s 
development was worth the time spent.” ; 
But Zimmerman answers the hep muetion | best of all: : "Because : Q 
wecan.” = | - . 
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Bad Drivers: And we don’t just 
mean the ones on the road 


hy is it that virtually every Readme file that | open has a section 
detailing possible graphics problems you may experience with the 
game, and a list of possible fixes? | don’t expect every single game 


to work flawlessly with every single video card ever made...after all, 


part of what makes many modern games so graphically impressive is their 


reliance on certain features that older video cards just don’t have. But what 


strikes me is the incredible regularity with which six-month old video cards 


are listed in Readme files with warnings about having the “latest drivers.” 


This has just got to stop, folks. It’s getting 
ridiculous. Every video card manufacturer out 
there updates its drivers so often, fixing so 
many problems, that it’s hard for even the 
hardcore gamers to keep up. Most people don't 
know what drivers are and what they do, let 
alone how to find drivers for their video card, 
download them, and properly install them. | 
have half a mind to forward to video card com- 
panies the hundreds of questions | get to the 
Q&A account every month asking what these 
“reference drivers” are and where to get them. 
Game developers have to deal with enough 
changes in performance and features as three 
or four generations of video hardware hit the 
market over the course of a typical game's 
development. The last thing they need is to try 
to keep up with which cards can do which 
things with a certain degree of proficiency in 
the latest monthly driver update. 

It's time for video card manufacturers to put 
a larger emphasis on driver development and 
testing, and to change their priorities a bit. I'd 
like to see driver development and testing bud- 
gets increase, with emphasis on the following 
four areas: 

Stability. Ideally, a video card would only 
receive a driver update when a new version of 
DirectX is released or the OpenGL standards 
change. In reality 90% of all driver updates cen- 
ter around fixing a bug that causes some game 
to operate improperly. Of course, improving 
stability is tough. It requires working more 
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closely with Microsoft to follow DirectX protocols 
to the letter, OpenGL experts to properly imple- 
ment all OpenGL functions, and a very large 
testing department to find what isn’t working 
right before putting new drivers out there for 
the world to download and experiment on. A 
serious effort also needs to be made to work 
with game developers, making sure they don’t 
write code in a substandard or improper way 
that could break drivers that actually implement 
DirectX or OpenGL features properly. 

Easier Updating. It’s inevitable that users 
will have to update their video drivers. If noth- 
ing else, the yearly DirectX releases guarantee 
driver updates for existing hardware. It’s just 
too hard to find and install new drivers. | can 
go to a web page that checks every component 
of my Windows installation and tell me what | 
should download, then automatically down- 
loads and installs the fixes (even prompting me 
with a license agreement if necessary). Why 
isn't this one-button updating available for 
drivers? We should all have an icon in our start 
menu that will go out to the web, compare each 
component of our video drivers with the latest 
ones, and automatically download and install 
any needed updates. It needs to be obvious, 
easy, streamlined, and intuitive, just like the 
big “Windows Update” button in the start 
menu. Hardware manufacturers, ask yourself 
this question: could a computer novice who sits 
down in front of Windows (or Linux, or whatev- 
er) for the first time ever update your drivers 


ees by Jason Cross 


without coaching? If not, it needs to be easier. 

Features. Okay, the main emphasis needs to 
be on making sure that drivers “just work” and 
eliminating the frequent driver updates, as 
well as making it easier to update them on 
those rare occasions when it needs to be done. 
But that doesn’t mean that power-users and 
others who like to play around with their video 
options shouldn't be able to tweak and prod 
without hacking their registry. Windows certi- 
fication limits what you can make changeable, 
but there’s plenty of room for new features. 
Color, brightness, contrast, and gamma con- 
trols (and tests!) should be mandatory. 
Advanced features to control vertical synchro- 
nization, 3D acceleration features like anti- 
aliasing, and just about anything else people 
may want to customize about how their video 
works should be provided. 
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“One of the most impressive d \ ng sims 
I've loaded on my computer.” 
-IRL Insider Magazine 


The world’s never seen a dirt track racing game - until now. 
The physics are real and the competition is fierce. With 30 tracks and 18 cars, your racing career depends on 


accumulated prize money, car upgrades and aggressive driving. Get your car in gear or get off the track. 


DEVELOPED BY 


www.wizardworks.com RATBAG 


31999 Ratbag Pty Ltd. Published and distributed by WizardWorks, a GT Interactive Software Company. IMCA and the IMCA logo are registered trademarks of the Intemational Motor Contest Association. All rights reserved. All other trademarks are the property of their respective owners. Pennzoil, Quaker State, 
Gumout, Black Magic, The Outlaw, Slick 50 and Snap are registered trademarks of Pennzoil-Quaker State Company, used under license. 
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Performance. There’s already plenty of 
emphasis on this, and that’s good, but | fear it 
may come at the sacrifice of stability or fea- 
tures. Still, it’s true that over the course of a 
year many video cards will see as much as a 
20-30% increase in overall performance sim- 
ply from better drivers, and that’s nothing to 
sneeze at. The goal should be to increase per- 
formance without breaking anything or taking 
shortcuts that could cause certain titles not to 
function properly, and that demands a lot of 
testing and working with developers. 

| doubt that most video card manufacturers 
need to be told any of this (at least, not the 
people in the driver-development depart- 
ment). The businessmen who control the cof- 
fers of video card companies need to be made 
more aware of just how bad the broken-driver 
problem is for most users, and how much it 
could benefit their company to produce a 
product that “just works” and is easier to 
update when necessary. Maybe then they'll 
devote the resources necessary to hire more 
driver development engineers and to staff a 
large testing department. 

Oh, and while |’m complaining, let me 
just say that if | remove one more video card 
and supposedly uninstall its drivers only to 
find a dozen .dll, .vxd, and .inf files left in 
my windows/system/ directory and a bunch 
of crap left in my registry, |'m going to 
shoot someone. ATI and 3dfx are especially 
guilty of this one, but almost everyone does 
it to some extent. C’mon guys! When | unin- 
stall the drivers, remove them completely! 
Kudos to Matrox for making just about the 
only driver-uninstall utility l’ve ever seen 
that does the job right. m 


Q: | recently read on a message board that 
Voodoo 5 6000 doesn’t do hardware TEL but 
it does software TEL. If there is such a thing, 
what is the difference? Another question—of 
we can only see 24-bit color, why do games 
have 32? 

Charles H. 


A: Software transformation and lighting is 
what every video card and 3D game since the 
dawn of time has used, basically. See, in all 3D 
games, the 3D coordinates of the polygons 
that make up objects, walls, people, etc. must 
be “transformed” into 2D coordinates that 
correspond with your screen. After all, moni- 
tors are 2D, not 3D. So transformation is the 
act of figuring out where a 3D location should 
be on that 2D screen, based on the camera’s 
orientation. The polygons also have to be lit so 
we can tell where the light in a scene is com- 
ing from and such. The only consumer video 
cards released so far with the ability to do 
these things in hardware are the ones based 
on NVIDIA's GeForce256 chip. So yes, the 
Voodoo5 products do “software T&L.” Or more 
accurately, they don’t do TEL at all, and the 
main CPU does software TEL, just like with 
every other video card ever made (even those 
with no 3D acceleration). 

Your second question is a bit trickier to 
answer adequately. Games make colors in one 
of two ways—indexed colors, or component 


colors. Eight-bit graphics are usually indexed. 
The 8 bits allow for 256 values, so there's a 
“palette” of 256 colors chosen from a larger 
number. The 8 bits represents which color in 
that index the pixel should be. Whereas 16-, 
24-, and 32-bit color are component color. 
That is, they’re made up by mixing a red, 
blue, green, and alpha value. 16-bit color is 
often 5 bits of red, 6 bits of green, and 5 bits 
of blue. Sometimes it’s 4 bits each of red, 
green, blue, and alpha. 24-bit color is almost 
always 8 bits each of red, green, and blue, 
with no alpha. 32-bit color adds an 8 bit 
alpha channel to 24-bit color. 

So what's the difference? Well, in 16-bit 
color, there are 5 bits to represent the amount 
of blue in a pixel. That’s only 32 shades of 
blue. If you look at a nice subtle blue sky fad- 
ing towards the horizon, you’d probably see 
noticeable “bands” of colors. With 24- or 32- 
bit color, there would be 8 bits to represent 
the amount of blue in each pixel, which is 256 
shades of blue. That allows for much greater 
accuracy. Since computer graphics are usually 
made by mixing red, green, and blue, it’s 
important to have each of those components 
be as accurate as possible. The “alpha” chan- 
nel present in 32-bit graphics and some other 
color modes is really just transparency. So 
each pixel on a 32-bit color display still deliv- 
ers the same number of colors as 24-bit color, 
but with an additional 256 levels of trans- 
parency. This can be important when blend- 
ing graphics together, which is very common 
in modern 3D games. 


Q: What are the requirements for cable and 
DSL modems? My friend has a cable modem 
and he tried to explain how it works but | 
don’t understand them. | hear that online 
servers need some kind of requirements too. 
Is it true? 

Francis P. 


A: lf a local Internet provider offers cable 
modem or DSL service in your area, they will 
be able to tell you exactly what system 
requirements are needed. Most cable 
modems and DSL modems are external, and 
hook up to your computer via a normal net- 
work card. They work very much like a regu- 
lar modem does when it transmits data over 
your phone line with one major exception— 
they don’t interfere with your existing phone 
or cable service. A normal modem prevents 
you from making phone calls on that line 
while the modem is in use, but DSL doesn’t 
interrupt normal phone use and cable 
modems don't disrupt your normal cable TV 
reception. The technical details of how DSL 
and cable modems work are a bit complex, 
but they're not really necessary. Installation 
is usually handled by the Internet provider 
offering cable or DSL service, and they’re 
even easier to use than a regular modem, 
since you never dial up for acces—they’re 
always on. Other Internet servers don’t need 
to make any special adjustments for users 
who have DSL or cable modem access. If 
you've got a cable modem or DSL, every 
server you connect to on the Internet should 
work just fine. m 


Transmeta unveils Crusoe proces- 
sors~Relatively new chip technology 
Transmeta finally unveiled its Crusoe 
processors this January. The company has 
been working on the designs in extreme 
secrecy for four years, and employs several 
high-profile software developers like for- 
mer id Software employee and Crack Dot 
Com founder Dave Taylor and Linux creator 
Linus Torvolds. Crusoe chips are software 
based—they translate normal x86 instruc- 
tions to their own native “Very Long 
Instruction Word” code, and can be repro- 
grammed to translate instructions for other 
processors as well, such as PowerPC. They 
can easily run Linux, Windows, or any other 
x86 operating system or application. There 
are two different chips in the current 
Crusoe processor line, the 4OOMHz TM3210 
and the 7OOMHz TM5400, both of which 
consume only one watt of power in typical 
operations and far less in standby mode. 
Transmeta is targeting the TM3210 at 
portable internet devices and the TM5400 
at traditional mobile computers (laptops). 


BeOS 5 Free~Be, Inc. will be offering their 
operating system, BeOS, as a free download 
in the first quarter of 2000. The company 
promises the release of BeOS 5 no later than 
March 31, and will offer it as both a tradi- 
tional CD-based purchase and a free down- 
load. Windows users who wish to try the OS 
will be able to download and install BeOS 5 
without re-partitioning their drive. The 
BeOS is a fairly young operating system 
designed from the ground up to make the 
most out of multiple processors and is 
geared toward multimedia applications. 
For more information, point your web | 
browser to http://free.be.com. 


$3 to Acquire Number Nine 

$3 Incorporated (Nasdaq:SIill) announced 
that it has begun the process to acquire all 
of the assets of Number Nine Visual 
Technology Corporation. The acquisition of 
Number Nine, a contract supplier of $3- 
based products to IBM, will allow $3 to — 
consolidate its graphics business with IBM 
into a single source distribution model, 
while also adding hardware and software 
engineering resources to $3’s existing 
teams. Financial terms of the acquisition 
were not available at press time. 


Intel reveals PRO/DSL 3100 
Modem-~intel recently announced a digi- 
tal subscriber line (DSL) modem at the 
Consumer Electronics Show. The Intel 
PRO/DSL 3100 Modem connects to a person- © 
al computer through a USB port, and is 
designed to be installed directly by the 
customer with no service call required from 
the telephone company. Since the Intel 
PRO/DSL Modem provides an “instantly 
available” service, users have continuous 
access to the Internet without needing to — 
“dial up” to gain a connection. The modem 
should be available through select DSL ser- _ 


‘vice providers in February 2000. w 


3D Blaster 


Annihilator Prope 


When you want top 
speed at any price 


ur review of the 3D Blaster Annihilator last 

issue found it to be a fantastic and fast, if 

basic, video card. The Pro is another refer- 
ence card based on the GeForce 256 chip, but 
this time using Double Data Rate memory. DDR 
memory runs on a 66MHz bus, but reads info on 
both the leading and trailing edges of the elec- 
trical refresh signal and therefore performs as 
though it were twice as fast. In the case of the 
Annihilator Pro, the default clock speed is listed 


ST, 
ame o OF 
in the Blaster Control panel && | 
as 300M#z, but this is really 

DDR memory running at 15O0MHz. After 

all, the Infineon brand memory used on the 
card is rated at 6 nanoseconds, giving it a max- 
imum rated speed of 166MHz. 

The faster RAM makes a big difference in many 
games. Though the GeForce chip has a peak fill 
rate of 480 megapixels, it doesn’t have the mem- 
ory bandwidth to achieve this speed with normal 
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py: / 
16bit color 800x600 1024x768 1280x1024 

Base Annihilator Annihil. Pro | Base Annihilator Annihil. Pro | Base Annihilator Annihil. Pro 
Quake III Arena 61 85 89 43 66 77 ZT 42 51 
Unreal Tournmnt| 57 58 58 54 55 55 [43 bly 48 
3D Mark 2000 3323 4847 5365 2945 3793 4h31 2092 2661 3203 
32bit color | 800x600 1024x768 1280x1024 

Base Annihilator Annihil. Pro | Base Annihilator Annihil. Pro | Base Annihilator Annihil. Pro 
Quake Ill Arena | 48 61 81 34 38 57 19 22 31 
Unreal Tournmnt | 53 48 48 hh 39 42 [28 25 30 
3D Mark 2000 |1305 1592 
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memory. Thus, the Annihilator Pro’s speed is 
noticed best whenever fill rate is stressed—play- 
ing in 32bit color or in high resolutions is notice- 
ably faster than with the normal Annihilator. 

Beyond that difference, the card is identical 
to the regular 3D Blaster Annihilator. It’s got all 
the great new features of GeForce-based prod- 
ucts like hardware transformation and lighting 
acceleration, dot-product bump mapping, cube 
environment mapping, excellent DVD playback, 
etc. It’s also lacking any sort of video input or 
output connectors. The cost of DDR memory dri- 
ves the Annihilator Pro’s price up an additional 
$50 to $299, but Creative helps sweeten the deal 
a little by adding Need for Speed 4: High Stakes 
to the otherwise sparse software bundle. As with 
the regular Annihilator, some technology demos 
and Intervideo’s WinDVD are also included. 

The 3D Blaster Annihilator Pro is even more 
suited for the high-end power-gamer than the 
regular version. It’s even pricier, but it’s the 
fastest thing out there. There’s no TV-output or 
video input and a sparse software bundle, but if 
you re buying this card, you want one thing— 
the fastest frame rates and best image quality 
at the highest resolution. This is the Ferrari of 
video cards; top speed at any expense. 

—Jason Cross 


Creative Labs 
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Tl is trying to capture the high-end, hard- 

core gaming market (or at least provide a 

product for it). The good news is that it has 
succeeded—the Rage Fury MAXX is a product 
hardcore gamers can put in their systems and 
be very happy with the features and perfor- 
mance it offers. The bad news is that they've 
made the product by leveraging older mass- 
market technology into a multiple-chip card, 
driving the price up in the process. 

The Rage Fury MAXX takes two Rage 128 Pro 
chips and packs them onto a single board, 
each with their own 32MB bank of memory. 
Each chip runs at a frequency of 125MHz and 
can process two pixels per clock, for a total fill 
rate of 500 megapixels per second. The two 
chips work together via a process ATI calls 
“alternate frame rendering,” whereby one chip 
renders all the even frames and one chip ren- 
ders all the odd frames. The advantage of this 
is that each chip has to do half the work, and 
requires half the memory bandwidth. This 
means that existing inexpensive technology 
can be used in a high-speed product—there’s 


no need for expensive Double Data Rate memo- 


ry, integrated DRAM, or other pricey solutions 
to improve memory bandwidth. 

The technology has a serious downside, 
though. Sure, you save money by using exist- 
ing cheap technology, but you have to have 
twice as much of it. Two Rage128 chips and 
two 32MB memory banks just about kills any 
price advantage the Rage Fury MAXX achieves 
by using less expensive components. Though 
you get a total of 64MB on the card, it’s really 
like having 32MB, since the two chips don’t 
share frame buffer or texture memory. All the 
textures have to be loaded into both memory 
banks and running a game at, say, 1024x768 
in 32-bit color still requires 6MB, and that’s 
6MB in each memory bank. In other words, 
you have to pay for 64 to get 32, but you 


DATA 
16bit color 800x600 

| Baseline Fury MAXX 
Quake III Arena | 61 66 
Unreal Tournament | 57 58 
3D Mark 2000 3323 3245 2 
32bit color 800x600 

Baseline Fury MAXX 

Quake III Arena 48 63 
Unreal Tournament | 53 53 
3D Mark 2000 2783 3147 


effectively get twice the memory bandwidth. 
If all of that seems like so much technical 
jargon to you, don’t worry; it’s not all that 
important. What matters is how the card per- 
forms, and it’s quite speedy. On our 600MHz 
Athlon test system, the MAXX delivered frame 
rates a little bit faster than a regular GeForce- 


based card at high resolutions and color 


depths, and this gap may widen a little if used 


in an even faster machine. However, when pit- 
ted against a GeForce card with DDR RAM, it 
just couldn't keep up. Despite having a higher 


theoretical peak fill rate (by 4%), the MAXX was 
slower than the GeForce DDR in just about every 
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ATI doubles-up old technology to 


, 2 p FI ry Vi AXX produce a good hardcore gaming card 


Two chips, two fans, two 32MB memory banks—it all adds up. 


benchmark, especially those that support hard- 
ware Transformation and Lighting. 

DVD playback quality with the included ATI 
DVD player software is excellent, but you’re 
stuck watching movies on your monitor, since 
the card has no TV output capability. Making 
the $269 (after $30 rebate) price seem more 
steep is the lack of any software bundle whatso- 
ever—no free games, demos, or OEM special 
editions. The hardcore gamers this card is mar- 
keted toward are generally less concerned 
about game bundles, but it would be nice to 
get a little more for that price. ATI has plans to 
lower the price and include a software bundle in 
the near future, but it can’t yet say exactly what 
the bundle will be or when this will take place. 

The Rage Fury MAXX is quite a good video 
card, overall. It’s bested only by GeForce cards 
with DDR memory, and takes a commanding 
second place, even edging out regular GeForce 
cards in many applications. The drivers proved 
nice and stable as well, delivering great image 
quality with no visual artifacts or crashes. The 
only problem is the price—paying more than 
$250 for a video card with no TV-out or soft- 
ware bundle is a lot to ask. —/ason Cross 


3 l) Proph at DDP- DVI The ultimate 3D card (for the wealthy) 


t- 


he major difference between the 3D Prophet 
DDR-DVI and most other cards based on the | 
NVIDIA GeForce 256 lies in the last three let- 
ters. DVI stands for “digital video interface,” and | 
it’s the standard that digital flat-panel monitors 
use to connect to video cards. Retail video cards | 
with DVI connectors are quite rare, but then so 
are flat-panel screens. The inclusion of this con- | 
nector is undoubtedly one of the factors inthe | 
card’s $320 price, but let’s face it, if you can ! 
afford $2,000+ for a flat digital monitor, afew | 
more bucks isn't going to make a difference. 
The overall performance of the card is out- | 


standing, just like with the other GeForce DDR 
card we've tested (Creative's 3D Blaster 
Annihilator Pro). Guillemot’s drivers are newer, 
and based off a newer version of NVIDIA’s refer- 


ence drivers, which probably accounts for the 
3D Prophet’s superior performance with Unreal |! 


Tournament. Guillemot’s display properties 
include a nice feature to let you adjust the clock ! 
speed of your card and test it, so hardware 
junkies itching to overclock have an easy means 
of doing so. Core clock speed can be adjusted 
from 110-160MHz (with a default of 120) and 
memory clock speed from 270-380MHz (with a 


16bit color 800x600 1024x768 1280x1024 
Baseline 3D Prophet DDR-DVI | Baseline 3D Prophet DDR-DVI | Baseline 3D Prophet DDR-DVI | 
Quake Ill Arena | 61 90 | 43 77 27 51 
Unreal Tournmnt | 57 60 54 59 | 43 57 
3D Mark 2000 3323 44,93 2945 4072 2092 3155 
32bit color | 800x600 1024x768 1280x1024 
Baseline 3D Prophet DDR-DVI | Baseline 3D Prophet DDR-DVI | Baseline 3D Prophet DDR-DVI 
Quake Ill Arena | 48 80 34 55 19 32 
Unreal Tournmnt | 53 59 hk 57 28 43 
3D Mark 2000 | 2783 4178 2231 3338 1305 2155 
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default of 300). Without any additional cool- 
ing, Our card was quite stable after extended 
use at a core speed of 140MHz and a memory 
speed of 330MHZz. Your results may vary, of 
course, and overclocking your card isn’t recom- 
mended or supported by Guillemot. 

The 3D Prophet delivers the same superb level of 
image quality we've come to expect from GeForce- 
based products. Colors are clean and texture filter- 
ing is very good. DVD playback quality is excel- 
lent, and the included Xing DVD player software 
works quite well. The 3D Prophet also includes a 
TV-out connector, which also isn’t very common 
on GeForce cards. Driver stability is quite good, 
with no weird conflicts or crashes in our testing. 

There's little value added from the skimpy 
software bundle, which consists of DVD player 
software and demos for four already-released 
Ubi Soft games. If you’re building a no-holds- 
barred, price-is-no-object machine, this is the 
card to put in it. Otherwise, you may want to 
consider something a little more economical. 
—Jason Cross 
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iven the increasing attention to USB and 

phone-line networking solutions, the 

worst thing that can be said of the DFE- 
910 10/100 kit is that it requires computers to 
be opened and network cable to be strung. 
This obvious observation aside, this collection 
of a 5-port network switch, two PCI network 
cards, two 20’ cables, and software offers 
fast, consistent performance that is excellent 
for gaming. 

Installation is as painless as can be expected, 
and documentation for installing the hardware 
and setting up the network is easy to follow. 
Other than the fact that it requires an outlet, the 
slim switch box is completely unobtrusive. We 
had slightly more trouble installing MidPoint 
Lite, the included internet-sharing software, but 
after setting the proxy address to the host’s 
local IP address rather than the proxy name 
given in the documentation, it worked well. The 


WingMan Extreme 
Digital 3D 


Touches of silver and translucent blue make it 
look like it’s from the future. 


rE-910 10/100 
etwork in a Box 
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good news for owners of Windows 98 SE is that 
its native Internet-sharing feature is works well 
with the DFE-910—meaning you don’t have to 
have MidPoint running on the host computer, 
and you don’t have to turn the host computer 
on first to share internet access. 

The DFE-910 ships with shareware versions of 
Diablo and Warcraft II, but performed very 
well when tested with a variety of other games: 
Combat Flight Simulator, Need For Speed: Hot 
Pursuit, Age of Empires, and FIFA 99. File shar- 
ing tested equally well. Copying a 100 
Megabyte file across the network took about 35 
seconds, and there seemed to be little differ- 
ence in access time between a local drive and a 
shared drive on another computer. With D- 
Link's PCI cards available for $20, the price of 
additional hardware is probably the least oner- 
ous part if you decide you want to have a gam- 
ing party. —Nick McElveen 


ogitech has always run a tough 

neck-and-neck race with Microsoft 

when it comes to controllers. 
Logitech's latest volley is the WingMan 
Extreme Digital 3D, which is a direct 
competitor to the Precision Pro from 
Microsoft. It has many of the same 
excellent features; there’s a very com- 
fortable grip (best suited for right- 
handed players) that twists left and 
right for rudder control, seven buttons, 
an eight-way digital POV hat, anda 
smooth throttle lever. You can easily 
hook the Extreme Digital 3D to any USB 
port or game port, and software setup 
is quite painless. The WingMan Profiler 
software included with most Logitech 
controllers is found here as well, allow- 
ing you to program button functions 
and store them in game profiles, and 
even update drivers and the profiler software 
with the click of a single “update” button. 

The feel of the stick is excellent, with good 


Seelieetieentienmtienticatinntcatinttasttaten 


A little installation and configuring, 
a lot of speed 


The Whole Kit. 
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re-centering force, nice response from the 
trigger, and easy-to-reach buttons. The base 
feels heavy and stable, adding a solid, well- 
built feel to the product. The four thumb but- 
tons on the stick are placed well for flight sim 
fanatics, but perhaps are a little too small. 
While we're nit-picking, the POV hat could use 
a little more grip, as the smooth finish could 
cause your thumb to slip on it in those sweaty 
intense moments. 

Overall though, this is an excellent stick. It’s 
solid and well-built, has good programming 
software, nice button layout, and most impor- 
tantly, it just fee/s good. Best of all, it’s pretty 
darn cheap. Sure, there’s no game bundle, but 
for $40, you're lucky to get a stick of this qual- 
ity at all. —Jason Cross 


Force Feedback 


Racing Wheel 


Feel like an id programmer for a day 


with this Ferrari-licensed product 


he creatively named Force Feedback Racing 

Wheel is an excellent controller, delivering 

plenty of features at a reasonable price. The 
Ferrari-licensed wheel, using Immersion’s force- 
feedback technology, plugs into your USB or ser- 
ial port and, at least on the software front, is 
easy to set up. The bane of steering wheels is the 
awkwardness of attaching them to your desk; 
unless you leave them permanently attached 
(which makes you somewhere beyond hardcore), 
dragging them out for a quick race isn’t usually 
an option. The Force Feedback Wheel exacer- 
bates that problem by being really heavy (the 
documentation touts its three-pound motor... 
believe it) and has a slightly clunky mounting 


bracket. The wheel also includes a simple config- | 


uration applet and demos of Speed Busters and 
Monaco Grand Prix Simulation 2. 

The wheel itself is designed to mimic Ferrari's 
legendary Momo wheels and is superb—one of 
the best on the market. It’s rubber, not plastic, 
and the spokes are placed so your hands go 
right to the perfect racing position. The face of 
the wheel has two buttons and two hat-like 
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sticks that are poor substitutes for individual 
buttons (in the heat of driving, it’s nearly 
impossible to be accurate with your selec- 
tions). There are four paddle-like flaps on the 
back, two of which serve as additional digital 
buttons and two that are analog, and there’s a 
two-position digital shifter. The pedals feel a 
bit flimsy but they’re properly hinged, with 
well-tuned spring action. 

The forces are uniformly excellent, ranging 
from subtle to harsh, though you can’t turn 
them off on the wheel like you can with 
Microsoft's similarly featured controller. While 
you can't calibrate the wheel, it shares a prob- 
lem with other digital wheels where you get 
some drift when leaving the wheel alone and 
trying to drive straight, requiring constant cor- 
rections. You don't notice it nearly as much in 
more arcade-oriented games, but in games like 
NASCAR 3 it’s a nuisance. Overall though, for 
arcade games in particular, the Force Feedback 
Racing Wheel is one of the lower-priced wheels 
on the market, but doesn’t make any conces- 
sions in features. —Steve Bauman 


You get quite a lot for $130...all this and great 
force-feedback too. 
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internet, modem, serial, LAN 


t/A-18 


This carrier jet catches the three-wire 


he Navy's newest, most capable 

strike fighter, the F/A-18E is a 

highly evolved redesign of the 
original Hornet. It’s larger, it packs 
a bigger punch, and it has the 
most advanced avionics this side of 
the F-22. The Baltimore-based 
Jane's Combat Simulations team 
has done a marvelous job of recre- 
ating this next-generation jet and 
the environment it flies in. The 
recreation of the plane is so 
authentic, in fact, that mastering 
all its capabilities will challenge 
even experienced simulation pilots. 
Like Jane's F-15 and the Longbow 
series, F/A-18 focuses on recreating 
a single plane in exacting detail. 
So despite its 200-page manual 
and adjustable realism settings, 
this is a sim beginners may want to 
approach with caution. 


Glass Cockpit 
Expert sim pilots interested in 
diving deep into the workings of 


’ 


s Combat 


- Pentium 


2-8 players; 


CONTENT RATED BY 
EsSsSReS 


a modern jet fighter, however, 
will likely find enough to justify 
the sim’s price without even 
entering the campaign. The real 
F/A-18E SuperHornet features a 
highly computerized cockpit with 
three multi-function displays 
(one of which features color), a 
touchscreen up-front controller, 
and an advanced heads-up dis- 
play, all coupled to advanced 
radar and countermeasures sys- 
tems. All this ties together to 
allow the F/A-18E to handle an 
extensive suite of air-to-air and 
air-to-ground weapons. 

Despite the sophisticated avion- 
ics, though, F/A-18 isn’t like the 
point-and-click F-22 simulations. 
The Jane’s team has modeled 
nearly all the appropriate aircraft 
systems in exacting detail, com- 
plete with realistic capabilities and 
limitations. The sophistication and 
realism of this modeling becomes 
very evident when you point your 
jet right at an enemy fighter and 
see nothing on the radar—with the 
realism turned up, there are 
numerous systems to learn to get 
the most out of the sim. 

F/A-18 features a fully clickable 
virtual cockpit—there’s no 
bitmapped version. The displays 
are very readable, especially at 
higher resolutions. On the down- 
side, though, this cockpit causes a 
pretty significant frame-rate hit. If 
you turn the cockpit detail down, 


Amazingly thorough simulation, 
very capable mission editor. 


Mediocre frame rates, manual is all 
reference and little tutorial. 


[above] Not a great landing—caught the one-wire instead of the three-wire. 


[left] An Su-24 meets its end from a close-range cannon shot. 


A successful connection with the S-3B refueler. 


you'll see your screen update 
noticeably faster. In combat you 
won t have time to notice the lack 
of detail anyway. In addition to 
the full-cockpit view, you can also 
zoom in on any of the MDIs 
(Multipurpose Display Indicator) 
screens for a detail view. There are 
hotkeys for most functions, or you 
can click the buttons around the 
MDIs and operate the instruments 
in the same manner as real pilots. 
Basic operation of the F/A-18E’s 
systems isn't too difficult, thanks to 
their menu-driven nature. However, 
taking full advantage of them can 
be challenging, since you’re faced 
with a very realistic approximation 
of the real plane, yet your only 
experience with F/A-18 training 


probably comes from watching too 
many episodes of Pensacola: Wings 
of Gold. The game’s tutorial mis- 
sions offer little interactive instruc- 
tion, and they don’t delve into the 
sim’s more advanced weapons sys- 
tems. The manual is impressive at 
first glance, with over 200 pages 
packed with small print detailing 
the jet’s systems and capabilities. 
In use, though, you'll find the doc- 
umentation offers very little in the 
way of instructional information— 
it's geared almost completely 
towards reference, and will leave 
even experienced PC pilots grasp- 
ing for more information and 
leaming through trial and error. 
There's no simplified avionics mode 
or “super-radar,” but you can turn 
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on both visual and speech-based 
targeting cues, unlimited ammo, 
and enhanced bomb accuracy and 
weapons damage. 

You'll find all the familiar 
weapons here—Sidewinder, 
Sparrow, and AMRAAM air-to-air 
missiles; various weights of 
unguided and laser-guided 
bombs; HARM anti-radar missiles; 
cluster bombs; Maverick missiles; 
and Zuni rocket pods. There are 
some new toys of mass destruction 
to play with here as well, includ- 
ing CAPTOR and Quickstrike aerial 
mines, the AGM-123 Skipper air- 
ground missile (basically, a GBU- 
16 laser-guided bomb with a big 
rocket strapped behind it), 
Walleye TV-guided bombs, 
napalm bombs, and Harpoon anti- 
ship missiles. Most powerful are 
the SLAM-ER, JSOW, and JDAM 
weapons. These are guided with 
extreme precision by Global 
Positioning System (GPS) signals, 
and the first two can be used from 
extreme range—nothing better for 
taking out a heavily-protected 
enemy site. When your weapons 
do hit the target, the effect is 
impressive. F/A-18 uses volumetric 
effects, proving full 3D explosions 
instead of the flat bitmapped 
blasts of previous games. 


Clear the Deck 

While getting the most out of the 
F/A-18E’s weapon systems can be a 
challenge, flying the plane is sheer 
pleasure. As in the real jet, the 
sim’s flight computer lets you push 
the aircraft to the limits without 
risk of departing controlled flight. 
In fact, it's darned near impossible 
to spin or find yourself in a com- 
pletely uncontrollable situation. 
Add that to the fact that the plane 
takes off from the carried deck by 
itself, and has a fully automated 
carrier landing mode, and you 
might think the Jane's team was 
cheating. But the real jet has those 
capabilities—in fact, F/A-18 pilots 
are told to keep their hands off the 
control stick during takeoff. 

The plane is exciting to fly in 
combat, with plenty of power. A 
combination of fixed views and an 
adjustable-realism padlock makes 
it easy to keep situational aware- 
ness. It’s more nimble than the 
Strike Eagle in Jane's F-75. 

The real flying challenge, how- 
ever, comes from the challenge of 
carrier landings. While you can 
use the automated carrier landing 
system, or even end missions with- 
out landing, that’s for wimps. Half 
the fun is trying to put your F/A- 
18E down in the deck, especially 
during stormy weather (where the 


| What happens when you bump into the back of the tanker aircraft. 


seaborne targets like this sub. 


deck bobs realistically) or during 
the pitch black of night. 

As you approach the carrier, 
you'll be told to fly to a Marshall 
point and wait there until you're 
cleared for approach—yet another 
procedure that’s not documented 
in the manual. The controller 
doesn't know that, though, as 
she'll keep asking “what are you 
doing?” as you attempt to figure 
out where she's sending you. 
(We’ll have a tutorial covering 
this procedure in the May CGM 
Bonus Section. ) 

Then you're cleared to come in. 
As you ‘call the ball,” a represen- 


You'll use air-to-ground weapons and air-dropped mines against 


tation of the carrier’s “ball” is 
overlaid on your instrument 
panel, since the real thing is too 
small to see on approach in the 
sim. The landing signal officer will 
talk you through the approach. If 
you re not waved off and you 
successfully land, you'll have to 
pop to an outside view to see 
which wire you caught. 

Believe it or not, though, carrier 
landings aren't the biggest chal- 
lenge. If you really want to test 
your piloting mettle, crank up all 
the realism settings and try your 
hand at air-to-air refueling. Most 
previous sims have simulated 
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boom-style refueling, challenging 
enough as you must get your 
plane in position for the boom 
operator to “plug” your plane. But 
here, you have to hook up using 
Navy-style “probe-and-drogue” 
refueling, connecting a probe at 
the front of your jet with a hose 
being trailed behind an $-3B. And 
once you plug the hose, you have 
to stay connected while you take 
on fuel. Not disconnecting—or 
becoming one with the refueler— 
can be quite a challenge. 


Missions, Critical 

When you start F/A-18, you'll 
probably want to head into the 
Instant Action mode, which lets 
you set up flights against various 
combinations of air and ground 
targets, under conditions of your 
choice. Take on a flight of Su-27s 
in a thunderstorm, or try to bomb 
a nuclear plant using unguided 
weapons while fighting off a 


The game features real-time light- 
ing; if this had been a night shot 
instead of dusk, you’d see only the 
green formation lights. 


group of annoyed F-14s. 

And after you get your tail 
waxed trying this, you'll probably 
head to the Training missions. 
These cover the basics of flight and 
weapons deployment, but because 
of the scope of the game, you'll 
never be drilled on some of the 
more interesting systems such as 
the JSOW (Joint Stand-Off 
Weapon) GPS-guided bombs. 

Then it’s time to move on to the 
single missions, some of which let 
you further exercise skills devel- 
oped in training missions, while 
others are geared towards cooper- 
ative multiplayer play. The real 
meat comes in the campaign, 
though, where you’re tasked with 
assisting “blue Russian” forces 
against “red Russians” who are 
attempting a military takeover. 
This leads to some interesting 
combat situations if you don’t 
have the aircraft-identification 
text cheat turned on, since just 
because a plane is a MiG ora 
Sukhoi doesn’t necessarily mean 
it's an enemy. You can play an 
entire campaign, or any of the 
campaign’s four phases. 

The missions are varied, and 
they feel very “alive.” Starting out, 
you may be tasked with intercept- 
ing and turning around a Bear 
recon plane, but eventually you'll 
be dropping mines to take out 
shipping, attacking heavily SAM- 
guarded storage facilities, and 
providing close support for Marine 
landing forces. The campaign is 
pre-scripted, not dynamic, but 
there are random elements, so 
missions vary on replay. In addi- 
tion, objects that are destroyed 
stay destroyed until they're 
rebuilt. So taking out some extra 
enemy aircraft and ground radars 
now can make things easier later. 

The campaign is very replayable 
due to its branching nature, but 
eventually you'll want some vari- 
ety. The sim includes a very sophis- 
ticated, yet easy to use, mission 
editor which lets you set up mis- 
sions of quality equal to the built- 
in ones. That means you'll likely see 
plenty of challenging add-on mis- 
sions on the Internet. And while it’s 
not documented, you can actually 
access the campaign builder to cre- 
ate new campaigns—just hit F1 at 
the Tools menu. 

In a big improvement over F-15, 
you can now fly full missions in 
cooperative multiplayer. Not only 
can you choose any single mis- 
sion, but you can also fly entire 
campaigns over Jane’s 
Combat.net, LAN, or modem. 
Multiplayer is pretty reliable, with 
good performance even over a 
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modem connection. Anything you 
can do in the stand-alone game 
(except Instant Action) can be 
done in multiplayer. Don’t miss 
out on this—even replaying mis- 
sions you ve already been through 
is a whole new experience when 
those wingmen are real people 
instead of expendable drones. 


Graphic Violence 

The graphics engine has seen dra- 
matic improvement from Jane’s F- 
15, but these improvements come 
at the cost of mediocre frame rates 
with all the details turned on. 
However, screen update speed is 
fairly consistent, and over the 
course of a campaign things never 


Air-launched drones can be used to 
cause SAM radars to light up—they 
were used with success during 
Desert Storm. 
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Choosing targets during briefing. 


got so slow as to cause control 
problems on a Pentium III/500. 
Still, unless you have a Pentium 
II/400 or faster, plan on turning 
down some details. 

Graphic improvements over 
F-15 include much better terrain, 
with a farther view, no more 
“melting mountain” effect, very 
little seaming, and no percepti- 
ble polygon pop-up. The clouds 
and weather effects are spectac- 
ular, especially the wisps as you 
enter or exit a cloud layer. You'll 
even encounter thunderstorms. 
The lighting is real-time, com- 
plete with impressive shadowing 
and lighting effects. 

In a rare occurrence, night in 
this game is actually dark. Ona 
night where the moon is obscured 
by a cloud layer, you'll see only 
the formation lights on your plane 
from an external view—carrier 


landings and ground attack are a 
real challenge under these condi- 
tions. Note that night vision isn’t 
a given—you'll have to load a for- 
ward-looking infrared (FLIR) pod 
to see in the dark, and you’re not 
always provided with one on 
night missions. 

Despite the graphics improve- 
ments, gamers who've played 
Jane’s recent USAF title may get 
the impression that F/A-18’s 
graphics are a step backwards 
from the amazing terrain and 
detailed textures in that sim. 
However, different teams devel- 
oped these games, and the F/A-18 
terrain engine must cover quite a 
bit more territory (not to mention 


The autopilot actually handles take- 
off—real F/A-18 pilots grab a handle 
near the windscreen so they’re not 
tempted to use the stick. 


An F-15E falls victim to anti-aircraft 
fire. 


the more detailed Al and flight 
model calculations going on in the 
background). While the initial 
impressions may not be to be daz- 
zled, all the effects such as weath- 
er, ground fire, volumetric explo- 
sions, and so on combine for an 
environment that looks and feels 
very alive in combat. The most 
major omission is city targets of 
any appreciable size—image the 
challenge of hitting an intelligence 
HQ instead of, say, an embassy, in 
a crowded city. 

Plane graphics range from 
excellent to mediocre. Your F/A-18E 
looks very good, with a high poly- 
gon count, very impressive engine 
effects, and extremely detailed 
weapons. Other planes vary from 
decent (such as the F-14s) to poor 
(the older-model F/A-18Cs just look 
wrong, especially with misshapen 
drop tanks). Damaged planes 


either just trail impressive fire and 
smoke, or drop to low-polygon 
versions—the effect isn’t too 
impressive. Ground target damage 
is better, with craters and ruined 
buildings and towers. 

Sound is top-notch, with none 
of the radio glitches of F-15, anda 
more active radio environment. 
With four radio channels active in 
combat, things can get confusing 
during heated moments. You can 
give commands to your wingman 
and your entire flight. Particularly 
impressive is the ability not only to 
call AWACS controllers for infor- 
mation, but also to get them to 
vector fighters or wild weasel air- 
craft to your assistance. 


A 3-Wire 

Overall, F/A-78 is an impressive 
product. There are lots of nice 
detail touches, such as squadron 
and pilot editors (missions are all 
the more engaging when you're 
flying with pilots named after 
friends, family, and coworkers), 
top-notch ground-control Al, and 
well-done campaign videos and 
debriefs. (Blow your missions too 
badly and not only do you lose the 
war, you Cause Congress to cancel 
F/A-18E production!) There are 
plenty of pleasant surprises, such 
as losing control when you pass 
out after your oxygen system is 
damaged at high altitude. 

Of course, the game has its 
warts. What’s in the manual is 
very well-written, but the docu- 
mentation really needs a lot more 
tutorial information. The plane 
textures could look a lot better. 
Some users have reported occa- 
sional crashes to the desktop. And 
once again EA has chosen the 
poorly implemented Macrovision 
Safedisc copy protection scheme, 
which doesn’t work on many dri- 
ves, and throws usually fast 
Plextors into single-speed mode. 
Another problem some encoun- 
tered wasn't EA’s fault—3Dfx 
released new Voodoo3 drivers just 
before the sim hit shelves, which 
broke F/A-18 and a number of 
other games. Changing to a newer 
or older driver fixes this problem. 

Some hardcore sim fans will 
decry F/A-18’s lack of a dynamic 
campaign, but its mission editor, 
multiplayer mode, and branching 
campaign should allow for 
extended play. With sim sales in 
the basement, it looks like F/A-18 
will be the last hardcore jet sim we 
see for along, long time. But 
there's plenty here to keep hard- 
core and experienced sim players 
busy until the genre reignites. 
—Denny Atkin 
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This Scion sentry seems to be burning a little oil... 


Battlezone Il: Combat Commander 


The theory of de-evolution at work 


t’s actually sad, when you think 

about it. Battlezone was a land- 

mark game that achieved a fair 
measure of critical acclaim and 
sold far fewer copies that it should 
have. Nobody really knows why. 
Perhaps the game's mix of heady 
action and real-time strategy was 
too complex for a general audi- 
ence. Perhaps the Battlezone 
license itself (based, strangely 
enough, on a largely unrelated 
arcade game from the early 80s) 
caused some confusion among 
consumers. Either way, Activision 
and developer Pandemic Studios 
set out to fix the problem in the 


i GENR E  Action/strategy 
Pp U B L is H ER Activision 
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200, 64 MB RAM, 3D Accelerator 


1-6 players; 
LAN, Internet 


EVERYONE 


game's sequel, Battlezone II: 
Combat Commander. Some might 
argue that we should simply be 
happy that they decided to make 
a sequel at all, and that argument 
might carry some weight if the 
sequel even managed to be as 
good as the original game. 
Unfortunately, for every problem 
with the original that got fixed, 
two more things became broken. 
It’s a classic case of de-evolution 
in game design, and it’s too bad 
that it had to happen to such a 


great game. 


What was so good about 
the first game? 

If you never played the original 
game (shame on you—you can 
probably find a copy in the bar- 
gain bins at your local software 
store), it offered a mix of futuris- 
tic sim and real-time strategy, 
with a smidgen of first-person 
shooter thrown in for good mea- 
sure. In the cockpit of a high-tech 
hover tank you embarked on a 
series of missions set on various 
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Great graphics, retains some of the fun | 
of the first game. ! 
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Shoddy mission design, scripting 
errors, lackluster Al. 


THE BUZZ 


“Mainly, | missed the base-building elements. They were consistently 
given the back seat treatment in this game, and that’s a real shame.” 
—Jason D’Aprile 


“Just got Battlezone Il... awesome is saying it lightly. Haven’t scratched 
the surface of what | can do in the game and | have gotten off Pluto 
already.” —Bob Williams 


“Is poor Al really a bug? | don’t think so, but that’s just my opinion.” 
—Uncle Juicy 


planets in our solar system. 
Piloting the tank was only the 
beginning, however, because you 
also were able to control a host of 
other vehicles and mobile facili- 
ties—everything from Scavengers 
(resource gathering units) to mas- 
sive Factories capable of building 
new ships. You were incommand _ | 
of those ships as well, and you 
could even commandeer one 
should your own vehicle become 
irreparably damaged. If you ran 
out of your own ships it was pos- 
sible to steal one from the enemy | 
with the help of your sniper rifle. 


Tying all these diverse elements 
together was one of the best inter- 
faces ever seen in an action game. 
Everything was built around a 
smart cursor—point it at one of 
your units and hit the space bar, 
and you had access to that unit’s 
command menu. You could 
choose from a list of numerical 
commands, or you could just point 
your smart cursor at something 
and hit the spacebar to make the 
selected unit take the most logical 
action. Select a Scavenger and 
point it towards a scrap pile, and 
it would start harvesting. Select a 


combat unit and point it towards 
an enemy, and it would attack. 
Simple and intuitive. 

The typical mission would have 
you establish a base build up your 
forces, and then rush the enemy. 
The strategy was a lot like your 
typical RTS, but the fact that you 
were on the battlefield in person 
lent a whole new perspective (so 
to speak) to the entire concept. 
The basic premise of Battlezone |! 
is pretty much the same... with a 
few exceptions. 


It’s eye-candier than ever 
The original game was stunningly 
beautiful, and it’s a testament to 
the art staff at Pandemic that the 
sequel is even more so. The game's 
visual splendor is very possibly its 
single most compelling feature. No 
game does weird and wonderful 
alien worlds like Battlezone II, from 
the stark cold harshness of Pluto to 
the damp jungles of Mire, from the 
pinkish icy tundra of Bane to the 
impressive showdown on Core, the 
game reeks with atmosphere. 

Some of the eye-candy affects 
gameplay. Indigenous life forms 
roam a number of the planets you 
will explore, often posing a dan- 
ger to you or your facilities. 
Weather effects and vegetation 
reduce tactical visibility (they 
look nice too). 

All this dazzle doesn’t come 
without a price, however—this 
game wants a hefty system to run 
it. On a 733 MHz Pentium III with 
an Nvidia GeForce, the framerates 
remain fairly steady even at 
1024x768. If you are running ona 
system that is a bit closer to their 
minimum (or even recommended) 
requirements, you will have to 
crank the details down a bit. 


Story time 

One of the truly compelling things 
about the original game was its 
storyline. In an industry that lives 
and breathes on hackneyed sci- 
ence fiction, Battlezone was a 
breath of fresh air. It was told in 
the form of a history lesson—an 
inside look at what rea//y went on 
during the cold war. According to 
the game fiction, a meteor com- 
posed of a strange substance 
called Bio-metal fell from the sky 
in 1952 and secretly revolutionized 
our understanding of science. Both 
the United States and the Soviet 
Union launched a massive effort to 
obtain more of the mysterious 
metal, which resided in scattered 
deposits across the planets of our 
solar system. The Americans creat- 
ed the National Space Defense 
Force (NSDF), the Soviets the 


to command your forces RTS-style. 


One of the better additions to the game is the Satellite View, which allows you 


Much of the indigenous life that you will encounter is a little less than friendly. 


| The Scion ships have an interesting insectoid look to them, but they just aren’t 
' as compelling as the Soviet ships of the original game. 
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F! Cosmo-Colonist Army (CCA), and a 


secret space race was on more 
than a decade before man official- 
ly landed on the moon. 

It was a unique and compelling 
premise, and the game played the 
retro-nationalistic theme to the 
hilt. The only real complaint was 
that the story—which was told pri- 
marily through mission briefings 
and loading screen voiceovers— 
didn’t tie in to the missions them- 
selves very well. 

Battlezone II attacks that prob- 
lem with admirable zest. Each mis- 
sion in the single-player campaign 
is full of scripted story sequences 
that push the narrative along while 
you are in the cockpit. You can lis- 
ten in as tensions build between 
your commander and her superi- 
ors—a subplot that adds some fla- 
vor to the characters and keeps 
them from being mere cardboard 
cutouts. The mission briefings are 
likewise more detailed, offering 
written summaries of your objec- 
tives as well as verbal advice from 
your superior officers. 

The problem is that the story 
itself just isn’t as compelling as 
the one in the original game. It 
takes the end-game from 
Battlezone (which saw the Soviets 
and Americans join forces against 
an even greater foe) and stretch- 
es it out into an entire game of its 
own. The two superpowers, now 
combined into a force called the 
International Space Defense Force 
(ISDF) must face an unknown 
enemy in the vicinity of Pluto and 
beyond (way beyond), and you 
are along for the ride. It’s not 
poorly written by any means, but 
without the cold-war twist it ends 
up feeling like just another inter- 
stellar alien/mutant slay-fest, 
and that falls a bit flat against 
the example set by the original 
game. 


Simplify! 
Battlezone’s learning curve was 
really more like a wall. You had all 
the elements of a space sim (pilot- 
ing a vehicle, fighting enemies, 
commanding wingmen, achieving 
mission goals) coupled with all the 
elements of a strategy game 
(managing resources, building 
units, pursuing strategic goals). 
The fact that the game pretty 
much dumped you into the thick 
of it probably didn’t help much. 
It's not surprising then that 
Pandemic decided to ramp things 
up a bit more slowly the second 
time around. To give credit where 
credit is due, they did a great job. 
The game starts out at its most 
basic—during the first mission you 
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You can access detailed controls by 
hopping out of your tank and 
accessing the terminal located with- 
in each structure. 


simply pilot your vehicle and fol- 
low your commander's orders. 
Then the game starts to add new 
elements one at a time—first you 
learn how to get out of your vehi- 
cle and get around on foot. Then 
you learn how to make repairs. 
Then you learn how to use a few of 
the buildings, and then a few 
more. You will be halfway through 
the game before you have gotten 
your feet wet with all of the strate- 
gic features, and while veteran 
players might find the pacing a 
little slow for their tastes there is 
little doubt that it makes for a 
much friendlier experience for new 
players. The pacing is an example 
of Battlezone // at its best. 

The interface has likewise been 
given the once-over, and as good 
as it was to begin with Pandemic 
has managed to make it a little 
better. Selecting units that are out 
of your line of site is a bit easier 
now, and strategic management 
gains a boost from the game's new 
Satellite View, which can be 
accessed by hopping out of your 
vehicle and plugging into a Relay 
Bunker. From there you can move 
your forces around via a typical 
RTS overhead view—you don't 
have to use it, but sometimes it 
can be helpful. 


Wait! Not that simple! 
Unfortunately, the interface will 
have to serve as the source of most 
of your entertainment, because 
the missions themselves aren t 
very good. Oh, they start out well 
enough, with seemingly endless 
potential fostered by the stronger 
story elements. After a while it 
becomes evident that the story 
isn’t the only thing that is com- 
pletely scripted, however, and the 
missions degenerate into an exer- 
cise in puzzle solving. 

One of the best things about 
the original game was the 
dynamic feel that it exuded. You 
had your little base to run, and 
the enemy had theirs. Winning a 
mission was more than a matter 


of simply navigating through a 
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The game does a good job of ramping 
up the complexity—the first mission 
features no strategic elements at all. 


predetermined set of hoops—it 
was a Strategic challenge. 
Winning missions in the sequel is 
more like navigating through a 
predetermined set of hoops, how- 
ever. Oftentimes it’s painfully 
evident that the enemy lives by 
different rules than you do. In 
some missions near-endless 
streams of enemy forces continue 
to spawn (as opposed to being 
properly paid for with scrap and 
then built) in order to create a 
barrier between you and some 
mission goal. In others you will 
run across “inert” enemies— 
groups of ships just sitting 
around waiting for some script to 
activate them. All of the strategic 
controls that made the first game 
fun are still in place, but the 
action is so linear that they feel as 
though they have been reduced 
to mere window dressing. 

Worse than that, a number of 
the missions contain glitches in 
the scripting. They aren't actual- 
ly bugs, per se, but they are 
major lapses in design that 
should have been found and cor- 
rected before the game shipped. 
Some scripts are only activated 
when you pass by very specific 
locations, even if the map allows 
you to wander more freely. 

One mission tells you to seek 
out transmitter that is wreaking 
havoc on communications. An 
enemy base lies to the northwest, 
and the transmitter itself is to the 
southwest. It seems only obvious 
that you would skirt as far around 
the enemy base as the terrain 
would allow. In doing so, you will 
miss an activation point that trig- 
gers a verbal exchange with your 
commander and activates the 
transmitter as a selectable item, 
however. The activation point lies 
a bit closer to the enemy base 
than you would likely want to go, 
but if you don’t go there the 
script will never get triggered, 
and you will never be able to fin- 
ish the mission—even if you do 
find the transmitter. 

Design lapses like that are 


“Uhm... that’s a nice... whatever 
you are.” 


simply unacceptable (not to 
mention incredibly frustrating), 
and unfortunately that example 
isn't the only one in the game. 
Some scripting errors are even 
documented in the game’s 
readme file. It offers helpful 
gems such as “although the first 
objective in this mission is to get 
to Nav 1, if you travel to Nav 1 
through the enemy base, the 
mission will not continue until 
you proceed to the second recy- 
cler, numbered ‘2’ on the map.” 
Sound advice, if you somehow 
manage to find out where the 
enemy base is before you play 
the mission. Al (Artificial Idiots) 
Some space sims have lousy Al, as 


do some real-time strategy games. 


Battlezone I! borrows lousy Al fail- 
ings from both genres, and it can 
get quite irritating. At times your 
units will not even defend them- 
selves unless you tell them to 
(usually when they are under the 
influence of some wayward mis- 
sion script, no doubt). When they 
do defend themselves they tend 
not to be very smart about it, fol- 
lowing the enemy even when they 


Definitely a hard-hat area. 


Some of the larger battle sequences 
in the single-player campaign can 
be quite entertaining. 


are vastly outnumbered and blast- 
ing through anything that stands 
in their way (friendly or other- 
wise). Harvesters will often go 
looking for scrap in the most 
inconvenient locations (the middle 
of an enemy base is a perennial 
favorite). The Al units aren’t much 
better, and if the missions are dif- 
ficult (many of them are, actually) 
it’s more a matter of sheer num- 
bers than anything else. 

Some of these problems are 
leftovers from the original game, 
some of them are completely new 
additions. It’s one thing to get a 
sequel that merely fails to improve 
on the original—it’s another thing 
entirely to find one that makes it 
worse. Probably the best thing you 
can say for the game is that it can 
still be fun to play at times. The 
visuals are worth the price of 
admission, and the multiplayer 
modes can be fun. A lot of the 
entertainment is merely a remnant 
of its predecessor's solid game- 
play, however, and with such a 
solid foundation to build on the 
sequel could have been so much 
more. —Benjamin E. Sones 
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Here are all nine of Septerra’s protagonists in Lobo’s airship. 


Septerra Core: 
Legacy of the Cr 


It’s quirky-good, but quirky-quirky too 


role-playing game Septerra 

Core. It has a wonderfully 
quirky setting, nine fascinating 
protagonists, and a plot with as 
many twists as a stick of red 
licorice. Best of all is its combat 
system, with each protagonist 
having a plethora of fully ani- 
mated weapons and spells from 
which to choose. 

The game is set on a seven-lay- 
ered world, with its seventh layer— 
or Shell—floating above a huge, 
biomechanical computer at its 
center called The Core. The other 
six Shells float above Shell Seven, 
with Shell One, home of the 
Chosen, as the outermost. A large 
spine extends from pole to pole 
through The Core, holding the 
Shells, and Core together. 


| ee much to like about the 


Role Playing 


Interplay 


Meet the Protagonists 

There are nine distinctively differ- 
entiated protagonists available, but 
only three can be in a party. The 
primary protagonist is the player’s 
alter ego, Maya, a junker from Shell 
Two. She scratches out a living by 
finding and selling the better junk 
the Chosen dump on Shell Two. 

Many of the puzzles in the 
game require the specific skills of 
one of the nine. For example, a 
bricked doorway needs an explo- 
sive expert to blow it down, or an 
electronics expert is needed to 
short out a control panel. Each 
protagonist has at least one skill 
that comes into play at some point 
during the game. Figuring out 
whom is needed for what and 
when—based on the clues avail- 
able—is tasty brain food. 

Some of the nine do not mix or 
match well with others. Their pep- 
pery arguments provide plenty of 
salsa. The designers have included 
exquisite secret quests that enter- 
prising players can use to resolve 
party squabbles. 

Valkyrie has tried to emulate 
Final Fantasy VII in many ways, 
particularly as an epic drama with 
plenty of surprises. It partially 
fails. Septerra takes too long in 


Unique, complex story; highly entertain- 
ing combat and magic systems. 


Maya is the player’s alter ego. 


eator 
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Production values do not measure up 
to Final Fantasy Vil or Baldur’s Gate; 
repetitious battles and mazes. 
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Trekking to Lone Isle. 


THE BUZZ (ee 


“Though there are twists, surprises, and such things in the storyline, but 
they come really late in the game, so you may spend first 40 some hours 
without much exciting story, but then the story towards the end is very 


interesting “ 


— DarkTalon 
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“Frankly, I’ve enjoyed the story from the very beginning. Every new 
area seems to have a little unexpected twist in the plot.” — Gary Barlich 


getting to the surprises—early 
exposition is lengthy and mislead- 
ing—but it does get around to 
them; there are several astonishing 
revelations late in the game. 

The game has plenty of depth, 
however. It includes weighty 
themes such as loss, pain, failure, 
death, heroism, sacrifice, 
redemption, and resurrection. 
Loss is a pervasive symbol that 
haunts Maya (and us) throughout 
the game. We see characters lose 
hope, purpose, courage, free- 
dom, and even their lives. 
Dangerous weapons such as 
Doomsday devices send Shells 
careening upward, decimating 
entire populations. 

As Maya, we keep trying to 
stop Doskias, the game's evil vil- 
lain and head foozle, only to keep 
losing that battle. In this regard, 
Septerra is a refreshing and 
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delightful change from role-play- 
ing games that set up tasks, which 
players methodically and success- 
fully succeed in accomplishing. 

Success is elusive in Septerra 
Core. Maya seems to continually 
fail at accomplishing tasks given to 
her, making a dire situation even 
worse. Doskias is like a tar baby, 
the more she tries to beat him up, 
the more she becomes hopelessly 
entangled. This plotting ploy 
effectively increases game tension. 
We wonder if we'll ever be able to 
defeat Doskias at anything. 

There are a few flaws in the 
plot. Some of the choices charac- 
ters make are more plot conve- 
nient than realistically logical, but 
for the most part, the story rings 
loud and true. 


Weapons and Spells 
The heart and soul—the best part— 


of Septerra is its combat system. 
The game uses engines to 
empower a character's weapons 
and spells. The engines, which can 
be upgraded, use the energy radi- 
ating from The Core and spine. The 
more powerful the engines (and the 
higher a character’s level), the more 
powerful the weapons and spells. 
Character-defining animations 
illustrate the different ways protag- 
onists use their weapons. One hero- 
ine adroitly flips a Wrench like a 
baton and catches it just before she 
bonks someone with it. An inde- 
pendent robot spins his torso while 
firing a Machine Gun. An Edward 
Scissorhands-lookalike fires Rockets 
through his mechanical hands. 
Spells are constructed with Fate 
Cards, which you find and gather 
throughout the game. At first you 
can only use a single card, but late 
in the game, the combination of 
Fire plus Summon plus All cards 


Many of the mazes involve 
climbing stairs. 


wipes out every member of an 
enemy party—and in a visually 
impressive manner, at that. The 
most spectacular and inventive 
animations are saved for the spells. 
Summon Fate Cards bring powerful 
gods of Fire, Water, Air, or Earth 
who spit fire, sit astride a combat- 
ive whale in an ocean of water, 
cast lightning or rain building 
sized boulders upon the enemy 
Combat and Spells are both 
turn-based and real-time. A three- 
segment real-time timer bar lets 


Parties travel between locations on maps like these 


you stop time at the end of the first 
segment and take as much turn- 
based time to decide whether or 
not they want to cast a spell, fire a 
weapon, or go into your inventory 
to restore health or magic points. 
The speed skill determines 
whether the enemy gets its combat 
turn before the player characters 
do. If characters wait for the sec- 
ond segment to fill before halting 
the timer, they can cause more 
damage with their weapons. Filling 
all three segments offers characters 
even more weapon choices, such as 


Badu is Septerra’s strongest and 
strangest-looking protagonist. 


grenades and napalm. The longer 
a protagonist waits, however, the 
more damage a faster antagonist 
can inflict. At first this feature 
seems awkward, but it is really an 
effective, easy and innovative way 
to handle complex choices. 

As in Fallout and Baldur's Gate, 
online maps are small and have 
exit and entrance points marked 
in yellow. This feature is invalu- 
able as you try to solve the game’s 
progressively more difficult mazes. 
Unfortunately, you have to solve 
most of the mazes twice. Once 
while you travel to a destination, 
and a second time you cross back 
through it to return to your ship. 
This unfriendly feature means that 
you must also fight the maze’s set 
battles all over again, since an 
area is always reset after exiting it. 

Because of the way the game 


Azziz assigns quests. 


allows players to heal and even res- 
urrect their characters during com- 
bat, it is easily possible to never 
lose a battle in the entire game. As 
much fun as the battle animations 
are, there is just not much fun in 
fighting time-consuming battles 
one has already won. 

During the first half of the 
game, you must also find various 
modes of transportation through 
and to the different Shells. This is 
often inordinately time consum- 
ing, but once you have the use of 
Lobo's airship, a world map of 
Septerra is made available. All you 
have to do then is point and click 
on a Shell to fly to it. The ship can 
also land on any part of a Shell, 
saving even more time. 


A Few Embarrassing Lapses 
The non-interactive cut scenes that 
advance the plot are more infor- 
mative than inspiring, but the rest 
of the graphics and design ele- 
ments are above averagel. The 
sound effects and musical score 


The party casts a fire spell on The Curse. 


are excellent. The voice actors are 
for the most part at least ade- 
quate, although some do have a 
few embarrassing lapses into 
mediocrity. An actor assigned to 
portray dozens of townspeople 
and shopkeepers fails to convince 
us that the same talking head ani- 
mation—used for a seventeenth 
time—is a different character. 

Septerra is not completely 
bug-free. It is possible to play the 
game through without a patch, 
but one is needed to address vari- 
ous glitches. Monogram has 
promised there will be one in the 
immediate future. 

Septerra Core has certainly 
been one of the better RPGs of the 
year. It’s well above average, and 
in some areas, it is even excep- 
tional. However, it’s not on the 
same level as Baldur’s Gate or 
Final Fantasy VII. In boxing terms, 
they are the champs. Septerra 
scores a few points and wins a 
few rounds, but it’s not a Rocky. 
—Andy Backer 
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though no one could fault 

Microprose’s Mechwarrior 3 for 

failing to live up to the series’ 
tradition of excellent graphics, its 
gameplay received decidedly 
mixed reviews because of unim- 
pressive Al—especially when com- 
pared with its contemporary, 
Heavy Gear IF-and a relatively 
short campaign. The Mechwarrior 
3: Pirate's Moon expansion pack is 
a good contribution to the series: 
It provides those that liked 
Mechwarrior 3 with a solid and 
challenging (albeit still brief) new 
campaign, new ‘Mechs, and new 
weapons; and its campaign design 
addresses some of the disappoint- 
ments of its predecessor. 

The entire campaign takes place 
on the Veil mining colony. It fea- 
tures the return of Conner Sinclair 
and his three lancemates from the 
last game, this time sent to battle a 
well-equipped army of pirates. 
Gone are the extensive video brief- 
ings from Mechwarrior 3, although 
each of the 10 missions features 
lengthy audio briefings replete with 
absolutely incomprehensible politi- 


OD 
_. Giant Robot Sim 


£ 


_ Hasbro/Microprose 


qT 7 Ss Mechwarrior 
3, Pentium 200, 32 MB RAM 


“MULTIPLAYER 2-8 players; 
modem, LAN, Internet 


Mechwarrior 3: 


Featuring all new, Y3K compliant mechs 


cal analysis from the Mechwarrior 
universe. Ten more missions view- 
ing events from the perspective of a 
pirate mech commander (Scourge, 
and his petulant pirate lancemates) 
are also available, for a grand total 
of 20 new missions. The Sinclair 
missions are cumulative for the 
purposes of equipment and sal- 
vage, though like its predecessor, 
Pirate’s Moon is so overflowing with 
salvage that this takes little careful 
managing. Although the pirate 
missions must initially be played in 
order, they feature no salvage 
management. This leaves you with 
a limited and changing selection of 
‘Mechs for each mission, but still a 
pretty full pantry of weaponry and 
equipment available. 

Large, long-range beam 
weapons are still a must-have on 
each mech, as you still encounter 
plenty of enemy emplacements 
that can be destroyed from a safe 
distance without ever facing a shot 
in return. Campaign gameplay is 
no longer debased by the tactic of 
using an armful of long-range 
lasers to slowly destroy distant 
enemy mechs as they haplessly 
wander in circles defending spots 
on the map, however. Most cam- 
paign missions involve either 
repelling an assault force that 
approaches quickly, or (more 
often) defending a distant base or 
convoy from enemy mech assault. 
You simply won't have the oppor- 
tunity to take repeated long-range 
shots—you either have to quickly 
engage enemy ‘Mechs at close 
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Tougher campaign missions. 


[left] Reviewing the troops: Sinclair 
in the Supernova (foreground), 
Epona in the Atlas (left), Alan in the 
Masakari (center) and Dominic in 
the Awesome (right). 


irate s 


THE BUZZ 


Still Mechwarrior 3, if you’ve gota 
problem with that. 


[above] A night mission: Epona in a 
Daishi and Alan in the new Clint IIC. 
[left] An Elemental bests an 


Annihilator, with a little help from his 
friends of course. 


Moon 


“Well, | can definitely say that the difficulty of the expansion certainly 
picks up where MW3 left off. Sheesh, | may have to scale down the diffi- 
culty after having played the entire first volume on medium.” 


range before they destroy what 
you are supposed to defend, or 
your base is their target and they 
are on you quickly. Either way, the 
action is fast paced and the mis- 
sions are challenging. 

The game features six new 
mech chassis types and an assort- 
ment of new weapons. These are 
all perfectly fine, although they 
don't really seem to alter game- 
play significantly. Given that 
Mechwarrior 3 featured such a 
wide variety of mechs and 
weapons already, only the most 
passionate (or pathological) 
Mechwarrior aficionado can be 
justified in purchasing Pirate's 
Moon solely for the new equip- 
ment. Where Pirate's Moon does 
depart, perhaps in a nod to Heavy 
Gear fans, is in permitting players 
to inhabit the much smaller 
Elemental suits instead of the 
massive ‘Mechs. Badly outgunned 
by the ‘Mechs, a player in an 
Elemental suit will need some 
refined tactics, some luck, and 
possibly a clan of fellow 
Elementals to bring a mech down. 

Mechwarrior 3's superlative 
graphics remain state of the art, 
and are further enhanced by the 
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—Mark Sterner 


Veil backdrops and maps. The 
most interesting new map features 
a bottomless (and thus lethal) 
canyon running the length of the 
map from north to south. The 
canyon is only wide enough to be 
traversed with jump-jets in several 
places, and bridges often are not 
sturdy enough to support the 
weight of an assault ‘Mech. On this 
map you have to be very sure of 
where you are in relation to the 
canyon before you rotate your 
field of view in a different direc- 
tion from that in which you are 
walking. Otherwise you might 
accidentally take a long step off a 
short cliff in the middle of a fight. 
Overall, the Pirate’s Moon environ- 
ment is well suited to the game’s 
strong Internet play. 

It is difficult to recommend 
purchasing Mechwarrior 3 simply 
to enable the installation of 
Pirate's Moon. For those that have 
already made the investment in 
Mechwarrior 3 and either loved it 
and wanted more, or wanted to 
love it for its great graphics and 
atmosphere but were put off by 
some of the quirks in the game- 
play, Pirate’s Moon deserves a 
look. —Nick McElveen 


Join the discussion at www.cdmag.com/cgi-bin/Webx?13@@.ee71daé 


here is good news in wargaming 

circles: TACOPS is available once 

again! After its long absence 
from retail—as publishers changed 
from Arsenal to Avalon Hill to tem- 
porary oblivion (during which time 
you had to be either a Marine or 
member of the Canadian or New 
Zealand armies to get a copy)—it 
finally has a new home at publisher 
Battlefront.com. This release, which 
combines Windows and Macintosh 
versions on the same CD, allows 
veterans to update their long-held 
copies and lets those new to 
wargaming or those who missed it 
the first time to get it again. 

The reason for getting TACOPS 
out again was to satisfy long-time 
requests from those unable to pur- 
chase older versions the game, to 
update it to the standard that was 
sold to the Canadian Army, to set- 
tle some legal issues, and appar- 
ently to fund continued develop- 
ment of the system. It is excellent 
that this game has been around 
for such a long time—there is sim- 
ply not much other quality materi- 


K ND 486, 6MB 
RAM: Mac: 68040 Mac or PowerMac 
(MacOS 7.6 or ghee 6MB RAM 


M : : ‘KR 2 players 
play by e- setter “many” 


in CPX mode 


TACOPS 3.0 


An all-time classic wargame returns | 


al that fills its particular niche. 
TACOPS covers combat from the | 
near past (‘70s) to the near future 
(2010 or so) at the platoon level. | 
As such, it can handle battles from | 
battalion to brigade in scale, and | 
can do so quite well; with some ! 
judicious counter management, it | 
can even handle a battle up to and 
including an Opposing force 
(OPFOR) division attacking aBlue | 
Force (BLUEFOR) Brigade or regi- 
ment. The US and Canadian Armies | 
are both provided for, as are the 


US Marine Corps and the OPFOR | 
(think generic Soviet/Russian and | 
client state forces). Additional ! 
units are available which enable | 
you to create customized scenarios ! 
involving the Australian and New | 
Zealand armies. 1 
TACOPS uses simultaneously 7 
executed turns. This means each 
turn starts with an orders phase ! 
(which can last as long as you like) | 
and is finished by an execution ! 
phase (covering a minute of “real | 
time”) where both sides execute 
their orders simultaneously. As : 
such, you can see opportunities ! 
missed and taken, but you'll be 
unable to take advantage of them. | 
A variable fog of war, which can | 
provide you full information or ! 
almost none through different ! 
menu combinations, canalsoadd | 
to the pressure of the game. ! 
If you are looking for major new | 
changes in TACOPS, you will be 
somewhat disappointed. While 
there are a host of small improve- 
ments, and the game is remark- 


Lots of tweaks and added features. 


[above] A Canadian Battle Group moving through the desert and the Situation 
Map, showing the “Big Picture.” 


[left] Unit Database entry on the LAV-25, a contender for the primary infantry 
carrier for the US Army’s new “Medium Brigades.” 


ably stable with few bugs, there 
are no major improvements. Some 
of the new features include: the 
traditional “blue” for friendly 
icons instead of the old green; an 
updated Canadian Army Order of 
Battle and conversion of 60 sce- 
narios to Canadian Army versions; 
more weapons, including 
amphibious assault craft, the 
Bradley Linebacker, the Osprey, 
and several others; an on-CD 
library consisting of 20 U.S. Army 
core tactics manuals to help your 
game play; and 20 extra maps for 
custom scenarios (these include 
the NTC (Ft. Irwin), Ft Knox, KY, 
Korea, Germany, Canadian train- 
ing areas, and maps for amphibi- 
ous assaults). In addition, there 
are many more CPX (Command 
Post Exercise) features, including 
an overlay tool and printed 
reports to support command and 
after action reviews. 

Alas, perhaps the most wanted 
features—the ability to play Red 
against a Blue Al, the ability to 
have custom scenarios access the 
Al instead of only supporting hot 
seat or e-mail play, and more 
accurate terrain—have not shown 
up in this version. While it doesn’t 
appear that new scenarios were 
added (except for the duplication 
of older scenarios with Canadian 


Army forces), a wealth of human 
vs. human scenarios are available 
at various places on the web. Also, 
a skillfully crafted scenario 
designed for two players can still 
be challenging for a solitaire play- 
er, especially when used to prac- 
tice for those head-to-head duels 
or to rehearse/perfect difficult 
maneuvers. 

At $20.00 a copy it is an excel- 
lent deal. It is still far above many 
of the games out on the market 
today and well worth adding to 
your library. TACOPS 3.0 is avail- 
able only via direct order from 
www.battlefront.com. Unlike some 
other games distributed via the 
net, it is not a download—a CD is 
mailed to you. —Michael K. Robel 


The Battle Group moving onto the 
map. Note the HQ, Ambulance, 
Maintenance, and Supply units added 
for the Canadian Army. Important for 
CPX’s, but not so much for the soli- 
taire gamer. 


Join the discussion www.cdmag.com/cgi-bin/Webx?13@@.ee6bad9 


Find tips on TACOPS defensive operations at 


www.cdmag.com/articles/006/064/tacops_hints_1.html 
Find tips on TACOPS systems at www.cdmag.com/articles/006/065/tacops_hints_2.htm| 


Download the demo from www. battlefront.com 
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nion City has a problem. 

Crime is on the rise and reach- 

ing a crescendo as murders 
and muggings reach epic propor- 
tions. The millennium is fast 
approaching and rumors of an 
underground cult linked to the 
recent crime wave are reaching the 
surface. Enter D’arci Stern, an 
ambitious rookie cop who happens 
to have a problem with this crime 
spree. Stern comes from a family 
of UCPD officers, though both her 
father and brother were killed in 
the line of duty. It’s going to take 
everything she has to avoid join- 
ing them on the wall of honor. 

Urban Chaos—Eidos 

Interactive’s latest third-person 
shooter—integrates an intriguing 
storyline with engaging graph- 
ics. Union City is alive with traf- 
fic, pedestrians (all curiously 
dressed alike), hookers, police- 
men on the beat and members of 
a rogue gang called the Wildcats 
who are wreaking havoc around 
every corner, alley, and even on 
the rooftops. The attention to 
detail within the game's environ- 
ment is impressive—leaves scat- 
tered about will blow around in 
the wind, puddles along the 
curbs reflect images and ripple 
as rain falls. It’s not all window 
dressing, either—soda cans scat- 
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Stern gets her kicks during combat training. 


in Union City. 


Urban Chaos 


Story and action highlight a game that’s not a Lara clone 


tered about play a role in stealth 
movement as they can be acci- 
dentally kicked, alerting gang 
members to your presence. 

The story begins at the Union 
City Police Academy. Here you 
take Stern through the basics of 


movement, such as scaling crates, 


climbing fences and riding zip 
lines. You will also learn the most 
important moves of the game: 
punch, kick, and roll. Stern will 
do a lot of punching and kicking 
as she single-handedly takes 
down the gang members respon- 
sible for all the mayhem in Union 
City. Stern can also grapple, tak- 
ing down an opponent and 
handcuffing them, as some of 
them will need to be kept alive as 
sources of information. There are 
several levels of combat training 
that Stern may work through dur- 
ing the game, which if complet- 
ed, will open up interesting sub- 
assignments during the main 
missions. Driving lessons are also 
required, as there are several 
vehicles that come into play 
throughout the game. 

Stern will find herself busy with 
everything from rescuing fellow 
officers taken hostage to locating 
and destroying caches of explo- 
sives accumulated by the 
Wildcats. Various sub-missions 
uncover clues to the real mission 
of the Wildcats over the course of 
the game. In addition, Stern can 
gather essential items such as 
weapons and ammo from those 
gang members she takes down. 
These gang members are well 
armed—Stern must follow suit if 
she is to survive. Weapons range 
from knives and baseball bats to 
Miés and grenades. As the game 


A sure sign that things are not going well 
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Captivating storyline and excellent 
graphics. 
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Taking the command to freeze a bit too 
seriously. 


Locks in-mission saving. 


THE BUZZ 3 


“Running around in a dark alley looking for a ladder is not fun. Trying 
to figure out which rooftop leads to another is not fun. It would have 


been nice to have a map.” 


—talon90 


“Haven't pla yed such an engaging title in a a long while. Mucky Foot’s _ 
game retains much of the humor Bullfrog titles usually exhibit. It feels as 
though you're dropped into a Lage Syndicate setting.” 


progresses Stern will meet up sev- 
eral times with Roper Mcintyre, a 
mysterious ex-military type who 
will aide Stern in her efforts to 
bring crime to its knees and 
uncover the true forces behind the 
criminals. At certain points you 
will control Roper, adding to the 
gameplay diversity. 

Movement during the game 
may take a bit of getting used to 
for gamepad aficionados. Rather 
than moving with the traditional 
push-left-go-left, push-right-go- 
right gamepad orientation, move- 
ment is accomplished by steering 
Stern using the directional pad. 
Pushing ‘up’ on the gamepad will 
move her in the direction she is 
facing. The camera view is occa- 
sionally slow to re-orient to the 
over-the-shoulder view, resulting 
in occasional over-steer that can 
make maneuvering the rooftops a 
bit unnerving. Keeping track of 
your surroundings is accomplished 
through the use of an action win- 
dow that resembles a radar screen. 
On this display you'll find your 
health status, ammo/weapon sta- 
tus and a sort of personal radar, 
which shows the location of hos- 
tiles as little red blips that move 


—Rod R. Slawson i 


relative to your position in the 
center of the display. A set of 
arrows corresponding to various 
mission targets rotate around the 
outer edge of the display (relative 
to your heading), allowing you to 
better navigate through the city to 
those targets. 

Unfortunately, the game suffers 
the fate of many console-style 
games in that you can’t save your 
games during a mission. 
Gameplay is mission-based, with 
specific goals that must be accom- 
plished in order to proceed, so if 
you die crossing the street at the 
end of a long mission (the drivers 
are pretty reckless in Union City) 
you must restart that mission at 
the beginning. The fact that 
designers can model the flight of a 
soda can and yet can’t find a way 
to save a game in progress is a bit 
frustrating, to say the least. 

Urban Choas is a game scream- 
ing to become a comic book. The 
graphics are excellent and the sto- 
ryline will have you wanting to 
turn to the last page just to see 
who, or what, is responsible. 
Muckey Foot has definitely 
brought the fun back to vigilante 
justice. —Alan Lackey 
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Good character development and 
enjoyable combat. 


[above] Titans are not as formidable 
as they appear. 


[left] This place will be very familiar 
soon. You pass through this dun- 
geon multiple times. 
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A few weird bugs, far too short-lived. 


I’m glad this thing is only a statue. 


Crusaders of Might & Magic 


A fun little game that could have been much more 


pon its arrival, Crusaders of | 

Might & Magic sparked inter- 

est with promises of an innov- 
ative action/role-playing game. 
Once you have the controls down, 
these hopes start to bloom, but the 
flame is doused by the time you 
complete the game. The detailed, 
fast-paced combat blends well 
with the basic character develop- 
ment, but the overall experience is 
dampened by a variety of flaws. 
Crusaders ends up being a game 
you will enjoy playing, but it falls 
short of its potential. 

Crusaders pits you against the 
Legion of the Fallen. As Drake, the 
prophesied Scarred One, you've 
devoted your life to avenging your 
hometown. For 20 years, Drake has 
sought to take vengeance against 
the necromancer responsible, 
Necros (creative name, isn’t it?). 
With you controlling him, howev- | 
er, Drake will surely avenge his vil- | 
lage within the week. Your journey | 
begins after Drake is captured by 
the Legion, and you must escape 
from the Stronghold. Throughout 
your quest, you will find will find 
new items and equipment, and 
Drake’s strength will increase as 
you level. While you have stats for 
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might, speed, intelligence and 
endurance, these values will not 
increase as you level; you must 
find magical items to boost them. 
Leveling grants extra hitpoints and 
mana, plus your damage modifier 
is increased. Hitpoints are rather 
unimportant, however; there is 
never any reason to full heal. 
Developing your character is one 
of the most enjoyable parts of the 
game, as you will always be find- 
ing a new piece of equipment 
when you level. A simple but cool 
effect upon leveling is that the 
game pauses and the camera cir- 
cles the freeze-frame. 

Aside from character develop- 
ment, combat is the other area in 
which Crusaders succeeds. Once 
you learn the controls, it is always 
enjoyable to hack your way 
through anything that opposes 
you, and combat is a/ways reward- 
ing. You receive experience and 
items for every creature you kill. 
Drake can perform a variety of 
actions, such as rolling, sidestep- 
ping, jumping and blocking. All of 
these actions can be used effec- 
tively, but blocking is easily the 
most important. Fending off 
attacks with your shield can save 
you a lot of damage. As for 
offense, Drake has a wide variety of 
attacks that vary based upon your 
movement. Skill is an important 
factor, as it is in any action game. 

Level design is an incredibly 
important part of any game, and 
this in one case where Crusaders 
truly fails. All the outdoor zones 
are canyons; you will always be 
surrounded by two sheer cliffs. 
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Dungeon design is much better 
than the outdoor zones, but there 
is one problem: the dungeons are 
used multiple times. After your 
third trip through the Ye Olde 
Catacombs, for instance, the twist- 
ing caverns seem rather dull. 
Fortunately, new items and 
| Stronger creatures will populate 
| any zone you are forced to revisit. 
| While there is some semblance 
of a plot, there is almost nothing 
beneath the surface. You will com- 
plete your quest without ever feel- 
ing as if there is any point to your 
adventure—you re simply hacking 
through hordes of skeletons for 
| fun. A number of music tracks are 
| borrowed from Heroes 2 and 
| MEMVII, so the music is obviously 
good. Yet there is something miss- 
ing here-the music is not situa- 
tional. Battle drums will beat loud- 
ly in the background while you 
wander through town conversing 
with the people. It’s a shame, as 
the music redundantly plays over 
and over you may end up lowering 
the volume until it is barely audi- 
ble. Crusaders lacks the atmos- 
phere of the other MEM games. 
Crusaders is seriously lacking in 
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“My favorite weapon has to be the Boomer Axe. | loved the effects for 
this weapon and nothing beats sending the Axe behind two enemies 
and watching the Axe take them both out while it returns to your hand.” 


—Robert Russ 


the area of monsters. You start off 
the game fighting skeletons, and 
you finish the game fighting 
skeletons. There really aren't many 
other things to kill. This game 
could have benefited from some 
hydras, minotaurs, and other tra- 
ditional Might & Magic creatures. 
Although it’s not a game for 
everyone, Crusaders is a fun little 
title. The game is all too short 
however, so it will be quickly for- 
gotten. Throw in some better level 
; design, monsters, a user level edi- 
tor and some randomness, and 
| Crusaders could have been an 
excellent game with a long life. 
As it stands now, this is a purely 
average game. —David Ryan Hunt 


You are treated to a nifty freeze- 
frame when you gain a level. 
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advance through the campaign. 


Players have a choice of up to three missions per a level as they 


Simple design with layers of complex- 
ity that make this ideal title or new 
strategy gamers, especially Lego fans. 


You'll face natural threats like lava 
and avalanches as you advance 
through the campaign. 


Lego Rock Ralders 


Proof that Legos aren’t just for kids 


or many of us, Legos awaken 

fond memories of our youth. 

From creating towering man- 
sions and forts to boxy vehicles and 
giant Lego men, these wondrous 
blocks of plastic unleashed the 
unlimited possibilities of our cre- 
ativity. For adults, the toys of our 
youth are hardly recognizable 
today; Lego Mindstorms and an 
endless array of computerized 
games of Lego products have 
helped redefine modern toys. Still, 
no matter how much Legos change, 
it’s their ability to unleash imagina- 
tions that’s kept them popular. 

The newest virtual Lego offer- 
ing, Lego Rock Raiders puts you in 
control of the remains of the huge 
mining ship LMS Explorer. While 
on a long expedition to the outer 
reaches of known space, the ship 
is damaged and sucked into a 
wormhole. The ship emerges from 
the wormhole, but has been 
thrown into the core of an alien 
galaxy. If the Rock Raiders are to 
get home, they'll have to make 
repairs to the damaged ship. A 
nearby planet has the needed 
resources; now you must lead the 
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Rock Raiders on this strange world 
to retrieve the materials to save 
the LMS Explorer. 

The base premise for the game 
is to lead your group of Rock 
Raiders through a series of mis- 
sions by mining the needed 
resources to complete the ship's 
repairs. Of course, there'll be 
unexpected challenges like limited 
oxygen supplies and dealing with 
native lifeforms, such as Rock 
Monsters. You'll also have to build 
a variety of mining structures on 
the planets and lead your team to 
retrieve the needed ore and ener- 
gy crystals. 

Lego Rock Raiders is very much 
like the typical Real-time strategy 
title, except that the control 
scheme is obviously geared for 
younger players or strategy 
beginners. The basic controls are 
very simple. Most tasks are 
accomplished automatically by 
your miners, such as retrieving 
ore, crystals, and clearing debris. 
Other tasks like drilling and 
buildings can be accomplished as 
easily as selecting the target loca- 
tion and then choosing the 
desired task to send your workers 
of scurrying. 

Wait! Before RTS veterans flee, 
Lego Rock Raiders has unexpected 
layers of complexity. Like any 
standard RTS, the game also allows 
you to select units directly and 
assign tasks manually. You can 
even lasso groups in typical RTS 
fashion and assign orders. The 
control scheme gets deeper too. A 
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variety of mining structures can be 
built (most can be upgraded) and 
a slew of vehicles can be deployed 
and upgraded. Even individual 
Rock Raiders can be upgraded, 
which allows them to carry more 
equipment. They can also be out- 
fitted with eight equipment types 
(i.e. shovels, drills), weapons, and 
even be trained in eight different 
skills (including driver, explosives, 
and pilot). Lego Rock Raiders is 
simple to play, but offers increas- 
ing layers of complexity and chal- 
lenge as the game goes on. This 
makes this title an excellent seque 
into mainstream strategy titles. 

The game also offers other 
interesting play options. The cam- 
paign has branching missions, so 
you can replay as many as three 
times before exhausting all possi- 
ble missions. You can also set pri- 
orities to tasks and even jump into 
a first person view of the action at 
their whim. Even the unit Al is 
good—it can navigate complex 
mazes of twist and turns without 
any babysitting. On the flip side 
though, miners wander into rub- 
ble even when a clear path is 
available nearby. 

There are other problems too. 
Units are automatically de-select- 
ed when an order is assigned 
(which is tedious if you're 
attempting reconnaissance). Rock 
Raiders also have a tendency to be 
single minded with outstanding 
orders. Specifically, they have a 
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G-rated theme, also some minor quirks 
and problems chip away at the game. 
Additionally, the final missions are a 
bear, even for genre veterans. 


For a change of pace, you can 
jump into first peron view with 
any of your Rock Raiders as you 
explore. 


tendency to revert back to out- 
standing orders, even if you 
directly give them new ones! There 
were also a few desktop crashes 
during play, making it vital to 
save often or risk losing progress. 
Finally, the last few missions are 
quite hard, and even veterans of 
the genre would find them more 
than challenging, which could be 
a problem for inexperienced/ 
younger players. 

Still, this game is almost perfect 
for introducing players to the 
genre, and ideal for parents con- 
cerned with violence in games. 
While Rock Raiders face threats like 
Rock monsters, defeating them 
only reduces them to miniature 
rock monsters that scurry around 
harmlessly. Even with all the 
threats your Rock Raiders face, 
they are never really at risk, as 
they're beamed out when health 
gets too low. 

Lego Rock Raiders offers deli- 
cious complexity under the facade 
of a kid’s game. Despite a few 
quirks and problems, the game is 
a blast. While it won’t appeal to 
everyone, Lego Rock Raiders is 
perfect for Lego maniacs young 
and old.—David Finn 
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Wild Wild West- 
The Steel Assassin 


Better than the movie, at least 


| recall getting up early on 

Sunday mornings, and later in 
the middle of the night on 
Saturdays to watch Robert Conrad 
and Ross Martin protect the 
American frontiers as James West 
and Artemis Gordon. A 19*” centu- 
ry James Bond and Q, West and 
Gordon combined swashbuckling 
action with fantastic gadgets and 
unbelievable coincidence. 

Fast forward to 1999, and James 
West rides again in the person of 
Will Smith. With co-stars Kenneth 
Branaugh and Kevin Klein, the tal- 
ent-rich movie seemingly couldn’t 
miss. But poor chemistry and 
worse writing led instead to a 
painful movie-going experience. 
Into this legacy, Southpeak 
Interactive brings us Wild Wild 
West—The Steel Assassin, which 
was released to coincide with 
movie's video release. 

Wild Wild West—The Steel 


loved the Wild Wild West. 
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SouthPeak 


Assassin makes liberal use of video 
cut scenes to span the action- 
adventure sequences. The plot of 
the game, rooting out an assassi- 
nation attempt against President 
Grant, has about the same depth 
as one of the TV episodes. We 
know this will occur at the notori- 
ous Ford's Theater, but who, how, 
when, and why are left for our 
heroes to figure out. While on the 
surface, the game plays homage 
to the movie, its underpinnings 
thankfully draw from the TV series. 
Each scene flip-flops between West 
and Gordon, with the two con- 
verging in the finale. West has a 
habit of letting his gun do the 
talking, while the unarmed Gordon 
uses his wits to make the best out 
of difficult situations. 

Often, the best solution is not 
the most obvious. West is not John 
Rambo. If he stands in the middle 
of the field surrounded by bad 
guys, he will get hit and die. 
Minimizing the number of oppo- 
nents faced at once is important; 
two is very difficult, three all but 
impossible. Fortunately, alterna- 
tives exist, for example, trickery 
such as drugging the whiskey in 
the local saloon or luring the gun- 
slingers to a location where they 
can be dispatched one at a time. 

As Gordon, it is necessary to 
canvas all of the hotspots in a 
given scene, when it’s time for 
action, a series of events must 
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UPSIDE 
Challenging game play, fond 
recollections of the TV series. 


often be triggered in a very spe- 
cific order. Tie the rope hanging 
from block and tackle and con- 
nected on one end to a fishing net 
to an anchor. Then lure the thug 
onto the net, then cast the anchor 
overboard and voila! One less 
obstacle to overcome. 

At the core of the game is The 
Wanderer, a train which is seem- 
ingly everywhere West or Gordon 
want to be, despite the fact they 
are sometimes thousands of miles 
apart. A messaging system is pre- 
sent for the two protagonists to 
leave important information. A 
variety of weapons and gadgets 
are available, but not everything 
that can be taken is used, and 
there are some items listed as bro- 
ken that are never repaired. While 
not important to the completion of 
the game, the fact that we cannot 
use these items suggest that por- 
tions may have been cut or never 
developed, rather than that they 
were Carefully placed red herrings. 

Production-wise, Wild Wild 
West—The Steel Assassin is a mixed 
bag. Some of the scenes are ren- 
dered with more detail than oth- 
ers. 3D effects are used, but the 
views are fixed, and there are no 
panning camera angles, which, in 
a few instances, is annoying. 
While action sequences do not 
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Inconsistent graphic quality, morose 
recollections of the movie. 


Sata 


[above] Wheeeeee! 


[left] The wild, wild west at last! Is 
it always this dead around here? 
[far left] Just like the old TV series, 
the various scenes colorize when 
completed. 


require arcade reflexes, respon- 
siveness of the characters is some- 
what jerky on a Pentium III/450, 
and the audio suffers from occa- 
sional stuttering. Frequently, the 
game locked up when starting 
new scenes, but with an autosave 
after every important event, no 
gameplay will be lost due to lock- 
ups. The interface is generally 
intuitive and does not interfere 
with gameplay. 

The last two scenes seem to rush 
the player into completion-mode. 
Heavily scripted with cut scenes, 
there is very little player interac- 
tion at the end, certainly not of the 
quantity or quality of earlier 
scenes. After a long build up, the 
bang-bang wrap up mimics the 
worst aspect of the TV show, the 
often-times hurried ending. It’s 
not the worst ending you'll ever 
see, but why the rush? —/eff Vitous 
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Cool gadgets abound like this 
infrared pistol. 
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MindRover 


Car Wars for the logic fiend 
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ver see the annual Cal-Tech 

robotics tournament? Watch 

enough Discovery Channel, 
and you're bound to catch it 
sooner or later—this cybernetic 
spectacle (described dryly in the 
registration books as ME72: 
Engineering Design Laboratory) is 
truly an expression of skill and 
creativity. At the beginning of the 
semester, each team of two stu- 
dents is presented with a “bag of 
junk”. Out of this mishmash of 
building materials, wires, motors, 
ball bearings, and other miscella- 
neous scraps, each team must cre- 
ate a device that is capable of 
competing with another device to 
solve some given task. Or, in 
English, each team has 10 weeks to 
turn that junk into something 
which can whup the competition 
at whatever sport the professors 
have chosen that year, whether it 


The ‘bot version of sumo wrestling. 


And, heck, what’s a robot arena 
game without rocket launchers and 
lasers? 


: CogniToy 


Pentium 


. No direct 


support, but vehicles can be exported 


and imported 


be remote-controlled hockey or 
bot-on-bot sumo. It’s so darned 
cool that you almost wish you 
were back in college again (tests 
and all). 

So it's no surprise that someone 
finally tried to capture this experi- 
ence in a computer game. 
Although the folks at CogniToy 
have made no claims of kinship 
between this illustrious competi- 
tion and their new title, 
MindRover, the feel of the game 
speaks for itself. Set on the remote 
surface of Europa, one of Jupiter’s 
moons, MindRover takes place on 
a research station where the 
inhabitants have gone to great 
lengths to relieve their isolation 
and boredom. Parts earmarked for 
exploration robots are being used 
to create miniature vehicles, each 
of which is customized for a par- 
ticular task. Once a vehicle is con- 
structed, it and its competitors are 
turned loose into one of the sta- 
tion's rooms to see which ‘bot 
reigns supreme. 

Although the actual robot com- 
petition is displayed in full 3D with 
a moveable camera, most of your 
time will be spent in the 2D vehicle 
creation console. Here, a variety of 
building blocks is offered for each 
different task, and each user is 
free to solve those tasks in his or 
her own way. 


Building the perfect ‘bot 
The first step, of course, is to 
choose a scenario. For each of 
these missions, players are given a 
goal (navigate a maze, bump an 
opponent out of an area, play 
“hot potato”, eliminate enemy 
vehicles), plus a pre-generated 
opponent or opposing team and a 
number of points to allocate to 
vehicle creation. Vehicles can be 
carried over from scenario to sce- 
nario (if their components don’t 
violate the rules of a specific mis- 
sion), or be custom-designed for 
each challenge. 

The vehicle assembly procedure 
is part Car Wars, part logic puzzle, 
and part exercise in practical 
physics. First, you choose a chassis 
type and size. The type determines 
whether your vehicle will be 
wheeled, treaded, or a hovercraft, 
each of which has advantages in 
certain situations and for various 
tasks. The size of the vehicle deter- 


Very addictive, plenty of replayability, 
great sense of accomplishment. 


Wiring 


Fairly steep learning curve, assertion 
errors, hardware conflicts. _ 
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mines its weight (and, therefore, 
acceleration), maximum health, 
and the number of component 
slots available for customization. 

Once a chassis is picked, you 
can fill up its physical compo- 
nent slots with a variety of vital 
bits and doodads, such as 
engines, sensors, steering, com- 
munications, several types of 
opponent-thwarting weapons, 
and so on. Each of these items 
takes up a certain number of 
your limited slots (usually one, 
but some components need more 
room), plus a certain amount of 
your weight limit and a certain 
number of points. 

Then it’s off to the Wiring 
screen, where all of these gadgets 
are attached together to form a 
successful, task-solving vehicle. 
(Eventually.) Here’s where the 
game gets tricky, since you need 
to ensure that all those compo- 
nents you stacked on your vehicle 
in the last step actually work 
together to achieve a desired goal. 
Sensors need to be attached to 
| Steering or thruster units, to move 
' the vehicle in the right direction. 

; Weapons won't fire unless some- 

| thing triggers them, a vehicle 
won't race around a track unless it 
knows where the walls are—in fact, 
every decision your unit might 

; need to make has to be set up in 

' advance by you. Once the scenario 
Starts, the vehicle is on its own. 

Since some of these scenarios 
involve fairly complicated tasks, 
not even the best collection of 
gizmos will be able to solve them 
without a few extra instructions. 
This help is available in the form 
of “logical components”, which 
can be attached to your wiring to 
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A handy in-game tutorial teaches you the basics of outfitting your Rovers. 


handle complex commands. For 
example, in “Hot Potato,” a logi- 
cal instruction called ModeSwitch 
is the key to success—it deter- 
mines whether your vehicle should 
be pursuing or fleeing the oppo- 
nent, depending on who has the 
potato. Logical components, of 
course, don't take up slots on 
your vehicle—they ‘re just a bit of 
invisible reasoning. 

Finally, of course, you're off to 
the 3D-rendered arena where the 
challenge will take place. These 
unlikely battlefields—from 
bunkhouses to bathrooms of the 
colony on Europa—are beautifully 
depicted, and provide a great 
backdrop to the hands-off drama 
of watching your creation succeed 
or fail on its own. If the mission is 
unsuccessful, you can simply 
return to the vehicle creation 
screen and tweak your design 
until it works. There is no limit to 
the number of times you can try 
again, and once a scenario has 
been won, the default opponent 
can be replaced with any vehicle 
you'd like to challenge. 

Fans of the old /ncredible 
Machine games will find an oddly 
familiar gameplay model here, 
despite the lack of visual similarity. 
Since the scenarios offer a variety 
of building blocks with no tem- 
plate for their assembly, each 
player's successful vehicle will like- 
ly be unique. If you've got a thing 
for radar-studded hovercraft, for 
example, and the scenario allows 
those components to be used, 
chances are you can find some way 
to win with them. Elegance is not 
important, only effect, even if your 
wiring looks like a three-course 
spaghetti dinner. 
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In the beginning, your wiring diagram will probably resemble spaghetti. 


On the other hand... 
MindRover does have its share of 
peccadilloes. In particular, it’s 
prone to nasty “assertion” errors 
when you do something it doesn’t 
expect, and the resultant crash 
drops you to your desktop with the 
CD-audio music still playing away 
in the background, like a dirge for 
the vanished game. This occurs 
with distressing frequency in the 
tutorial, and occasionally during 
gameplay itself, but fortunately 
your vehicle designs are saved 
each time you click Go, and are 
therefore likely to survive even the 
nastiest of crashes. According to 
CogniToy, the assertion errors only 
appear on systems with 3Dfx- 
based graphics cards, but since the 
game is completely unplayable on 
a Matrox G400, | couldn't test this 
theory on my alternate system. 
Another frustration factor is the 


This bunkroom looks like a good 
spot for a little vehicular challenge. 


Different colored wires are activat- 
ed when the ModeSwitch compo- 
nent changes. 


game’s unnecessarily cryptic 
nature. While | appreciate the 
developers’ emphasis on logic and 
process, | found myself wishing 
that they had given more attention 
to the notion of intuitive wording. 
To be blunt, completing the 
Wiring portion of a scenario leaves 
you feeling like you've just read 
through a page of programming 
source code. Which is fun, I’m 
sure, for software engineers, but a 
bit on the obscure side for the rest 
of us. Yes, somewhere down in the 
game's proprietary ICE coding 
language, I’m sure the component 
that determines the friend or foe 
Status of another vehicle is called 
Filter_IFF, but why inflict that exact 
label on the users? 

| can't help but think that this 
game could have been huge on 
the scale of RollerCoaster Tycoon 
or The Incredible Machine, if 


Each Rover has a certain number of 
component slots on its back. 


A quick press of the Help key gets you 
extra information on each scenario. 


On the Testing Ground map, you can check your Rover’s skill without worry- 


ing about opponents. 


only it was aimed at the non- 
technical gamer. In a perfect 
world, MindRover’s arcane 
wording would have been 
replaced by helpful, intuitive 
icons or plain-English phrases, 
the 250-page manual would 
have been a luxury rather than a 
keyboard-side necessity, and the 
game would have had serious 
mass-market potential. Instead, 
Casual users may very well find 
themselves daunted and unwill- 
ing to face the game's steep 
learning curve. 


On the other other hand... 
Those players who stick with 
MindRover through the first few 
scenarios, and experiment with 
all the different physical and 
logical components, are likely to 
be hooked. The more you play, 
the easier it is to understand the 


game's un-sugarcoated logic, 
and the more devious you get 
with your designs. Since vehicles 
can be exported and traded via 
e-mail or disk, you can challenge 
the best designs of the ever- 
evolving user community, and 
working to stay one step ahead 
of that crafty crowd is a time- 
eating addiction. CogniToy runs 
periodic tournaments and chal- 
lenges, and plenty of vehicles are 
available for download to help 
hone your skills. 

All in all, this game is a rare 
modern example of why you don’t 
need carefully rendered blood 
splashes or real-time adrenaline 
to have fun. And when one of 
your own creations finally man- 
ages to whup up on last month's 
hottest contender, you won't just 
feel victorious, you'll feel smart. 
—Cindy Vanous 


Running in the halls is definitely allowed on Europa. 
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Charm, intelligence, nice 3D graphics, 
exceptional actors and music. 


ype: The Time Quest 


Playmobil that’s not just for kids 


ype, a delightfully bizarre 

action-adventure game pub- 

lished by Ubi Soft, is one of 
the few games that the whole fam- 
ily from 8 to 80 will enjoy playing 
together. Adults will appreciate its 
fairy-tale charm, the variety of its 
challenging puzzles—as adult- 
proof as any of the medicine bot- 
tles in your mirror cabinet. Some 
puzzles are so elusive that you will 
probably have to depend on 
junior to solve them. 

The game is bizarre in that its 
feudal world is populated with 
characters based on Playmobil 
toys: that’s right, those plastic 
toys with painted faces, and no 
fingers. However, a clever script, 
outstanding artists, actors and 
programmers, bring this eccentric 
conundrum to life. Hype, as well 
as being the name of the game, is 
also the name of its perpetually 
smiling, cherubic knight—your 
alter ego. Before he is given the 
key to unlock the gate to the for- 
est, he must learn how to use his 
sword, crossbow, and magic spells 
in a valuable training session. The 


Action-Adventure 


QU a S EPPentium 
, 32MB, 3D Accelerator 


” 


I 
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control system for the weapons is 
not intuitive and needs to be 
practiced repeatedly. 

The story is fairy-tale simple. 
Hype was turned into stone by 
Barnak, the Black Knight and 
zapped into the past. Restored by 
a good magician, he sets out to 
find the magic jewels that will 
allow him to travel back through 
time. On his journey he must 
adhere to the knight’s code of 
honor. A great knight listens to 
people, knows his kingdom, mas- 
ters all kinds of magic, and knows 
when to use it. He seeks out all 
necessary clues, is financially 
astute, knows his adversaries 
weaknesses, must conclude that 
his combat is just, keeps his armor 
in perfect condition, and does not 
seek to fly faster than the wind 
when he is astride the dragon. 
These precepts are very impor- 
tant, and are the clues you must 
consult in order to successfully 
play the game. 

There is much more arcade 
action in Hype than in tother 
adventure games. Much of the 
action requires manual dexterity, 
which won't bother junior much, 
but Mom and Dad may find it 
frustrating. Hype must climb lad- 
ders, jump over obstacles, fire off 
magic spells, swing his sword, and 
shoot his crossbow bolts. Although 
it is possible for Hype to run past 
many of the monsters guarding 
environments, it is often important 
to fight the monsters to get 


money, magic or health boosters. 

There is no mouse-control 
option, just gamepad and key- 
board controls. The keyboard is 
more effective than the gamepad, 
however, when it comes to racing 
against the clock. Hype is given 
the opportunity of trying out a 
pair of speed boots. He wins a 
prize if he can complete a race 
| against the clock. 

! Unfortunately, even some of the 
keyboard controls are awkward to 
use. Aiming the crossbow is really 
difficult, involving five-too-many 

| keys. And it’s just impossible to 

| pick off a moving target. There are 
| also delays between pressing a key 
' and the action, making chasm 

| jumps tricky. Finally, because the 

' “windows” key is between the left 
Ctrl jump button and the “action” 

| space bar, it is all too easy to dump 
| the game to desktop. Fortunately, 
the game can quickly be restored 
again, but it is disconcerting. 

Talking to the villagers is neces- 
' sary and thankfully non-verbose. 
However, the conversations are 
often out of context. You'll get the 
' same advice before and after 
you've completed a task. 

The game uses the dreaded 
console game version of saving 
games. There is no anytime, any- 
where save-game function. Players 
are often forced to explore the 
/ same environment multiple times 
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Some awkward interface problems, 
especially the dreaded console-type 
save game feature. 


i 
es 


Hype must spend time training in 
the use of his weapons. 


[left] With the aid of this magic 
map, Hype can find his way. 


th has done 4 
lob! Your armeur i 
restored! 


A great knight keeps his armor 
in repair. 


A great knight must know his 
kingdom. 


before they can find a place to 
save a game. To compound the 
aggravation, if you've taken the 
trouble to clear the area before 
saving the game, the area is 
repopulated the next time you 
enter the environment. 

It's a shame that these awkward 
interface features mar Hype, it is 
such a marvelous game. 
Unfortunately the interface prob- 
lems are intrinsic, and will not be 
solved by a patch. Still, it is a 
charming adventure, and not at 
all easy to solve. And it’s definitely 
not just for kids. —Andy Backer 


Join the discussion at http://www.cdmag.com/cgi-bin/WebX?13_78897@.ee71{84 


spec Ops 2: Green Berets 


Some unfinished business 


sequel that’s simultaneously 

engaging and frustrating. Its 
predecessor, Spec Ops: Rangers 
Lead The Way, introduced a pleas- 
ing balance between the realism of 
a diehard infantry warfare simula- 
tion and the arcade-action of 
more accessible 3D blast-em-ups. 
The Green Berets strive to carry on 
what The Rangers started—an 
effort to deliver the innovations of 
the original game updated with 
modern gaming technologies. 

With that in mind, we welcome 
you to a peculiar Hell. 

Spec Ops 2 puts you in the first- 
person perspective and allows you 
to direct and control a squad of up 
to four Green Berets in multiple mis- 
sions set in six different countries 
and climes. All told, Spec Ops 2 has 
about 26 well-crafted missions, all 
of which are playable in multiplayer 
in addition to the specifically 
designed multi maps. Four Training 
Exercises support the whole. 

As with the first game the player 
assumes the central role in the 
action. Buddy soldiers are there 


S pec Ops 2: US Green Berets is a 
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mostly for supplementary support, 
though often they do act decisively 
and save your butt when you may 
not have been able. Such instances 
are really predicated on the sol- 
dier's locations, something 
admirably dictated by the player 
Squadmate controls (simple and 
reasonable function-key com- 
mands) and by a brand new Squad 
Control graphic user interface. 
Move your crosshair over a subject 
target or location, right click with 
the mouse to bring up the inter- 
face, hold that button and move 
the cursor over the command in the 
row corresponding to the name of 
the buddy whom you wish to exe- 
cute it, and then release. With this 
interface you can quickly direct 
soldiers to assume critical positions 
with a degree of precision. It’s quite 
elegant in its simplicity. 

Each soldier can gain experience 
as reflected by his rank. Higher 
ranks impart better autonomous 
performance (greater accuracy, 
greater awareness, faster reactions) 
and rankings carry over from set to 
set as long as the soldier remains 
alive. Soldiers in your squad are 
also assigned a behavioral template 
that helps determine their 
autonomous activities, everything 
from close quarter combatant to 
grenadier and sniper roles. These 
can be changed between missions 
as the player sees fit with no penal- 
ty incurred (experience is retained). 

Weaponry is satisfyingly imple- 
mented, with a good representa- 
tional range of ballistics including 


Incorporates many of the improve- 
ments that fans of the first game 
always desired. 
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The garbled mission briefing videos and introduction that were fixed in the 
patch—hit the “Print Screen” button to remove the old text. 


SIDE 
Severe hardware compatibility issues, 
bugs, and simplistic pathfinding Al. 


[left] “Whaddya MEAN | failed? What did | miss?” 


The leader of this two-man team in 
his pre “shoved-through-the-con- 
crete-to-the-floor-below-thanks- 
to-his-buddy” state. 


exotic pieces such as the Steyr-Aug, 
the Vektor, the Rocky Mountain 
Patriot, and the new US OICW rifle. 
Sounds and capabilities are reflect- 
ed realistically and convincingly. 

There is quite a bit of attention 
to detail—blood in the snow with 
the footprints, the simulation of 
how far you can twist your torso 
free-looking before your aiming 
view is jarred as you re-adjust 
your body appropriately. You 
have a slightly lower firing field 
when pressing your eye to the 
scope of a snipe-capable rifle, and 
the game models the problematic 
mechanics of firing on the move. 
You lose any leftover bullets in a 
clip when you reload (a nice touch 
of realism). Combined with the 
effective experience model and the 
soldier controls, this game is 
almost exactly what Spec Ops fans 
have been waiting for. 

And now the agony—Spec Ops 


' 2 quite simply is not finished. It 


rt 


Deathmatch assassination in the 
camouflaging Thai jungle—Spec Ops 
2 at its very best. 


suffers from bugs and design 
omissions—your buddies will try 
to shoot through you despite their 
Beret training, and they often 
can't navigate 20 feet across flat 
terrain without getting stuck or 
straying. Enemies are little better, 
and often seem intent on running 
through insurmountable hillsides. 
You can only save between mis- 
sions, and some of the missions 
can take up to two hours to com- 
plete (frustrating repetition 
abounds). The worst problem is 
the most insidious—the odds are 
strong that you will be completely 
unable to get the thing to actually 
run on your system with some 
brands of video cards. Only one of 
the machines at the Computer 
Games offices would run the game 
at all, and this review was reas- 
signed to two different freelancers 
in an attempt to find a compati- 
ble system. We suspect that this 
product was pushed out well 
before it was complete, or at least 
before it could undergo even 
basic quality assurance. It’s a 
shame, really—if it ever gets 
patched up to that completion it 
could be a helluva sim. As it 
stands, purchase it at your own 
risk. When it works, it’s often very 
good, but this game shouldn’t be 
on the shelves yet. —Scott Hunter 


Join the discussion at www.cdmag.com/cqgi-bin/WebX?13@@.ee7 1584/23 
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Fun like this for free? 


s Internet based gaming 

becomes more popular, devel- 

opers are put to the task of 
creating challenging, enjoyable 
experiences that capitalize on the 
potential dynamics of multiplayer 
interaction, all at an affordable 
price. Web-based gaming services 
now offer an assortment of teasers 
to entice players into their fold. 
One of the more unique entice- 
ments for a professionally run site 
has got to be 2AM’s non-pay ser- 
vice, where playing time is 
accrued by clicking on the site’s 
banner ads. 2AM offers a number 
of games on their site, but its flag- 
ship title Chain of Command has 
been the main draw to pack the 
gaming channels. 

Chain of Command is a squad 
level game where each player 
commands four soldiers in the 
field of battle. Set during World 
War 2 in Normandy, the player 
engages in a number of hypothet- 
ical skirmishes as either the 
Germans or Americans. Each side 
can support a number of players 
and, whichever side you choose, 
you ll have to deal with dynamics 


Pentium 


» Up to 14 


Chain of Comma 


of command (either as a subordi- 
nate or a commander). 

The game hasn't changed 
drastically since we first pre- 
viewed this title. You still have to 
carry your team through small 
arms frays that can include any- 
thing from room to room fire- 
fights to tree-climbing blood- 
baths. Chain of Command has 
interesting tactical ingredients, 
such as enemy-fire suppression, 
grenades that either stun or kill, 
and a small selection of weapons 
unique for each side. 

Still, some of the proposed 
enhancements mentioned in the 
preview haven't manifested yet, 
like the additional tactical consid- 
erations of wounded soldiers (who 
would have to be carried off the 
field). Nor have there been other 
improvements such as the addition 
of tanks or new weapons types. 
What has been improved is the 
overall balance of the game, and 
the introduction of new game set- 
tings for various levels of player 
expertise. This effects the core 
design of the game, tweaking 
game balance and the structure of 
interactivity with other players. 
You can now easily choose game- 
play that reflects your challenge 
level, and the various regiment- 
training rooms will provide you 
with the resources to synchronize 
your squad with the rest of your 
regiment teammates. 

Of course, you don't have to 
choose to be part of a regiment, 
although the game's design 
strongly encourages it. Many of 
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Combines tactical challenges with the 
hazards of multiplayer cooperation, 
and it’s free. 


Special Note: Effectwene 


Special Note: Peginient Rating 6 caicuiated on the ba 


“Chain of Command isa 


recommend it.” 


the subtleties of play and higher 
player ranks can’t be accom- 
plished without being part of regi- 
ment. However, the game is also 
well suited for a player with limit- 
ed time and a need for a quick 
tactical romp fix with a group of 
random players. 

In its current incarnation, Chain 
of Command is a pretty solid game 
with few issues. Problems with lag 
only occasionally rear their ugly 
head, and usually only when 13+ 
people are in the same game. Even 
then, the strong Al helps minimize 
this problem—your men will drop 
to the ground if fired upon while in 
the open, and automatically return 
fire, or use nearby cover (including 
an interesting use of building cor- 
ners). The occasional bug and 
glitch encountered were of the 
variety that can be fixed by simply 
restarting the 2AM client software. 
The only real headache is that 
you'll have to restart the computer 
periodically—the game slowly eats 
up your system's resources 
as you play. 

There are a few minor play 
issues as well. For instance, trying 
to use grenades can be frustrating. 
Grenades can only be thrown fairly 


short distances, but the game gives 
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[above] 2AM keeps track of your rank, 
pps, kills, times killed, command 
success, and assigns you an overall 
effectiveness rating. 


Slowly eats up system resources, some 
minor play issues. 
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[left] Allied forces on the move. 


you no clue as to what that range 
might be. This can result in wast- 
ing a lot of time (and even your 
team), clicking repeatedly around 
the map to find a valid throwing 
location. Additionally, while the Al 
is good for the most part in 
responding to perceived threats, 
sometimes your men will fire on 
another target even if a more sig- 
nificant threat is advancing right 
on them. Occasionally they'll even 
be reluctant to respond directly, if 
told to fire elsewhere. 

Chain of Command is a unique 
title that offers compelling multi- 
player tactical challenges to both 
casual strategy gamers and finicky 
wargamers alike. With an interest- 
ing mix of multi-layered chal- 
lenges, from managing your four- 
man squad to dealing with chal- 
lenges of a cooperative multiplay- 
er environment, Chain of 
Command is a winner. As Internet 
gaming becomes more fiercely 
competitive, 2AM’s stable of free 
multiplayer games is certainly 
enticing. If they can maintain the 
standards they've already set by 
producing more games of Chain of 
Command's caliber, they'll earn 
themselves a prominent spot in 
this budding market. —David Finn 


Join the discussion at www.cdmag.com/cgi-bin/Webx?13@@.ee6f87d 
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Armies of Armageddo 


Enjoyable and graced with a power- 
house of a campaign/scenario editor. 


Taking hardcore strategy gaming into the future 


futuristic strategy/wargame, 

Armies of Armageddon puts 

you in control of a future 
where Earth was abandoned after 
reaching the stars. You lead inter- 
galactic Citycorp forces trying to 
reclaim the remnants of an Earth 
from gangs and warlords. The bat- 
tles you fight center around 
Citycorp’s attempt to “convince” 
ruling clans to relinquish control. 
In a world that has long since gone 
mad you must fight to restore sani- 
ty and its future promise. 

Armageddon is a futuristic 
strategy game with a strong tacti- 
cal edge. The forces you lead 
include various types of troopers, 
tanks, vehicles of all types, and 
even Mech-like (i.e., giant walking 
robot) units. The battlefields are 
focused on at a man-to-man scale 
and engagements vary from street 
fights in sprawling cities to jail- 
breaks or highway ambushes. 

The design is quite ambitious. 
The turned-based combat system 
models factors like morale, panic, 
facing, stealth, friendly fire and 
even wind conditions (for gas 
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clouds). Battles include units like 
armed vans, cars, motorcycles, 
tanks, and the like. While tougher 
and usually more heavily-armed 
than foot troops these units have 
to deal with additional considera- 
tions like acceleration, decelera- 
tion and turn rates. The way the 
game handles these aspects is 
reminiscent of Steve Jackson's Car 
Wars. During play vehicles requ- 
larly collide into obstacles. 
Adeptly managed collisions roll 
over enemy foot units, while less 
fortunate encounters include dri- 
ving through display windows, or, 
worse yet, a head-on with a rein- 
forced wall (or a bigger vehicle). 

The game easily allows you to 
modify many game rules to suit 
personal tastes for the campaign 
scenarios. It also has a unique fea- 
ture that lets you to carry over a 
personalized army from one 
stand-alone scenario to another. 
At the end of a scenario the indi- 
vidual units of your army will be 
awarded any battle honors they've 
earned (and potential improve- 
ments) and then be saved to disk. 
This is a remarkable feature as it 
creates a continuous pseudo-cam- 
paign for all scenarios, including 
player created ones. 

Of course, an obvious caveat to 
all this gaming goodness is that 
game visuals sometimes teeter on 
the brink of shareware. Still, a 
good game doesn't have to 
require choking your 32MB 3D card 
to death. Really, the only negative 
impact the visuals have on play is 
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that identifying foot units can be 
somewhat difficult unless they’re 
directly selected. 

The real strength of this title 
though, is the powerful editor that 
allows you to modify nearly every 
facet of the game. One of the most 
comprehensive ever seen, the cus- 
tomizer lets you modify maps, 
rules, objectives, weapons, units, 
sound effects, and can even lets 
you create new unit art. You can 
make completely new themes 
when building scenarios or cam- 
paigns, and can even tweak the 
game interface if you want to. The 
difficulty of using the customizer 
varies from easy to obtuse. To get 
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An epic brawl in the city. 


a handle on it the 80-page manu- 
al gives an adequate overview of 
the game and the editor, but 
unfortunately it lacks a lot of par- 
ticulars you will eventually want 
during scenario creation. 
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Lackluster visuals/polish and 
occasionally obscure design elements 
hurt an otherwise great product. 


oS 


[above] You can go head to head in 
play-by-email games. 


[left] Some of the larger missions can 
get difficult to manage. 


Fortunately, Battlefront.com’s 
excellent website addresses many 
of these concerns. A credit to the 
game's potential is that creating 
scenarios sparks the imagination 
and inspires a host of unimple- 
mented ideas. Again the website 
serves as an excellent resource, and 
the folks at Buko have done an 
admirable job responding to user 
feedback. Moreover, they listen, as 
Armageddon shipped with a num- 
ber of player-inspired suggestions. 

Armies of Armageddon com- 
bines an enjoyable wargame with 
powerful game editing tools. The 
lack of polish may deter some, but 
the ease and depth of play more 
than make up for its lack of visual 
flair. Armies of Armageddon has 
revolutionary twists in its design 
that more mainstream developers 
need to sit up and take notice of. 
It’s a worthy addition to the 
library of any self-respecting 
grognard. —David Finn 
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The customizer in action. 


Discuss the game at 


www.cdmad. 
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stealing a flag). 


Two members of the yellow team bias a node to their color (effectively 


27 Payers = 
Gryphon | 


UPSIDE 


All of its graphic, music, sound, 
and interface ducks are in a row; an 
excellent online shooter. 
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A typical room in a Spellbinder maze. 


des iv 
Not enough role-playing features 
for fans of the genre. 
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Spellbinder: The Nexus Contlict 


Deathmatch with a light touch of role-playing 
THE BUZZ 4 


“It’s pretty amazing. The people playing the game were really nice. —_ 
There were always game ops there. Great atmosphere. As a level 1 char- 
acter | got my butt kicked quite a bit but it was a blast.” 


ark halls in a first person, 

three-dimensional, medieval 

maze. Flickering braziers and 
torches. Barrels stacked in dun- 
geons. Fountains and gardens. 
Spectacular tapestries hanging on 
walls. Dozens of obsessed magic 
users stalking each other. Sizzling 
fireballs suddenly streaking 
through the dark. Explosions. 
Screams of the dying. Ghosts of 
the dead waiting for resurrection. 

These are just a few features of 
Spellbinder, a first-person, 3D, 
online action game with role- 
playing elements. The game con- 
sists of hour-long matches during 
which you will be able to play one 
character chosen from among four 
classes of magic users. Games end 
in either a victory or draw. The 
folks at Mythic and the 
Centropolis Game Center have 
made logging on, installing the 
game, creating a character, and 
jumping into gameplay quite 
simple by including an extensive 
manual with the download. 
After characters gain enough 

experience, they are promoted a 
level and awarded 10 points to 
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THE 
"ER - Action/Role-playing 


SHER. Centropolis Game 


Center 
‘MENTS | rentium 
200, 32MB, 3D Accelerator 


ULTIPLAYER online mas- 
sively multiplayer only 


distribute among their statistics. 

' Although classic point-distribution 
exists, the game lacks many addi- 
tional traditional role-playing 
characteristics such as items to 
find, buy, sell, wear, or use. There 
are no treasure chests to loot, or 
puzzles to solve. There's also not 
much of an area to explore, or of a 
story to discover. It’s as if some- 
one cut out all of the best parts of 
a CRPG, leaving only the battles. 

Each class earns experience 
points during a match in different 
ways. Magicians mostly earn their 
points by casting effective spells 
and destroying rival team charac- 
ters, but healers get their points 
from the number of times they res- 
urrect members of their teams. A 
mystic specializes in hiding and 
subterfuge, but can also cast 
| offensive spells, whereas a rune 
mage specializes in defensive tac- 
tics and strategy. 

You may join or drop out of 
matches already in progress or 
begin new ones, and can only 
group with others that are close to 
your level. A match consists of 
three rival teams that include 
members of the four classes. The 
object is to steal (bias) each 
other’s power node (or Nexus). 
There are usually 20 or more play- 
ers on a team. You can sneak 
through dark corridors and bom- 
bard rival gang members with 
assorted spells in order to get at 
the other teams’ nodes. 

Dying a dozen deaths or more 


_| during a match isn’t uncommon, 


but death loses its sting when 


healers materialize resurrection 
portals (called Spirit Ladders) near 
the ghost of a dead character. All 
the ghost has to do is walk 
through the portal to live again. 

Spellbinder is more of a shooter 
than a role-playing game, but it is 
a very attractive and addictive 
shooter. The game will be appeal 
to a wide age-range of people. 

The 3D graphic engine is first- 
rate and very stable, and a 3D 
accelerator is necessary to take 
advantage of shadows, flicker- 
ing lights, and exquisite room 
detail. Music and sound effects 
immerse the player in an inten- 
sive, mood-filled, often fright- 
ening environment. 

It’s deliciously thrilling to 
wander alone through the dark 
halls of Spellbinder, listening to 
the uncanny music and sound 
effects, not knowing when the 
next spellcaster will jump out of 
an alcove or float down from 
above to fry your bones. It’s a lot 
of fun to float, by the way. 
Everyone automatically and safe- 
ly floats down when they jump 
from a higher level. Characters 
also have a variety of eye-pop- 
ping evasive moves including 


—Epic Magician © 


crawling on hands and knees and 
running zigzag across a floor. 

A large number of players 
stalking each other in a relatively 
small space makes for exciting, 
action filled games. The younger 
players who have greater eye- 
hand coordination are probably 
the better magicians and mystics, 
but older players who are reflex- 
challenged can still win points by 
playing healers and runemages. 

It is difficult to fault the game; it 
does exactly what it sets out to do. 
It doesn’t attempt to be a full- 
fledged role-playing game, so it 
can't be criticized for not being 
one. However, there is little to sus- 
tain your interest in the game out- 
side of the battles. There’s just not 
much meat in this sandwich, what 
what's there is tasty. —Andy Backer 


A spirit ladder sent to the dead so 
they can resurrect. 


Discuss the game at www.cdmag.com/cgi-bin/WebX?1300.ee7141e 
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In the beginning... 


King of Dragon Pass 


An eclectic blend hidden behind a retro facade 


€ mt’s a floor wax! It’s a dessert 
topping!” “It’s role playing! 
It's a strategy game!” 

At times, it seems like all of 
these statements are true about 
King of Dragon Pass. Using the 
background of Glorantha, from the 
game Rune Quest, publisher A 
Sharp has mixed quite a blend of 
elements. Mostly the resulting 
brew is very sweet; sometimes it 
leaves a sour aftertaste. 

Beginning a game involves 
defining your clan. These choices 
may seem to be RPG, but diving 
into the manual reveals they really 
define strategical aspects of your 
clan. These range from your prin- 
cipal god to whether you keep 
slaves. King of Dragon Pass is only 
single player; no option for multi- 
player is available. 

Play revolves around managing 
your clan through the years. A sin- 
gle year cycle consists of seasons 
of Sacred (allocation of magic), 
Sea (planting), Fire (raiding), 

Earth (harvesting), Dark (hibernat- 
ing), and Storm (anything can 
happen). In each season, with the 
exception of Sacred, your clan can 
perform a pair of actions. A variety 


“PUBLISHER 4 sharp 
PC: 


Pentium, 16MB RAM; Macintosh: System 
7.5, PowerMac, 24 MB RAM 


- None 


keene 


Turn-based Strategy 


of options exist for action choices. 
Some examples are building 
shrines and temples to your gods, 
exploring the map, sending diplo- 
matic or trade missions to other 
clans, planning a raid on another 
clan or having an individual enact 
a “heroquest.” 

On top of normal activities, 
many random events occur, each 
needing a decision. These random 
events give King of Dragon Passa 
heavy RPG flavor. Dealing with 
these events also contain conse- 
quences that may not be readily 
apparent at the initial decision. As 
an example, you might find weak 
neighbors, easily cowed. Do you 
befriend them, or make them pay 
tribute? Making them pay tribute 
may cause their big bad cousins to 
come down hard on you later on. 
Events can range from petty per- 
sonal disputes to outright criminal 
behavior on the part of one of 
your carls (lords). 

Normal management areas for 
you are farming (basic allocation 
of people and per cent of grain 
types), relations (who are you 
friends with, who are you enemies 
with), trade (do you need more 
cattle?), war (recruiting, building 
fortifications, detailing raids), clan 
(changing your ring, holding a 
feast), magic (learning new mys- 
teries, building temples, initiating 
heroquests), and exploration. 

By now, it should be apparent 
there is lot to handle as clan 
leader. Fortunately, your ring will 
chime in with individual advice on 
almost any matter. However, a 
ring member on a mission outside 


Challenging leadership management 
with surprising depth. 


Uninspiring graphical presentation, 
repetitive random events. 


Fight both of them. 
Fight Rustling Veins; let Yinki 
fight the other. 


Fight Sharp Green, let Yinkin 
fight the other. — 


Go find Lhankor Mhy. 
Leave ae: realm of the ae. 


One of many choices toward completing a quest. 


their tula (home territory) won’t 
be able to offer an opinion. The 
clan ring contains seven mem- 
bers, and in the wings are usually 
' two dozen available candidates. 
Each member is rated from fair to 
heroic in several categories, but 
just picking the best available 
person for a ring seat may actual- 
ly hurt you. Each member wor- 
ships one god and a solid ring has 
balanced representation of the 
available deities. 

Crop and animal management is 
very reminiscent of the original 
Lords of the Realm game. Combat 
is represented only abstractly with 
| no direct control of battle. Pre- 
| battle choices, such as using a 
magical item or sacrificing to a 
god before the battle, may impact 
the result. Similar to random 
events, battle events may occur, 
representing a heroic individual 
choice at the crux of the battle. 
Magic is centered on learning indi- 
vidual mysteries that offeradvan- 
tages to specific aspects (i.e., com- 
bat, farming, herds, etc.). 

The major drawback of King of 
| Dragon Pass is the graphics. 
Although touted as a major fea- 
ture, the hand-drawn art used for 
the graphics mostly falls flat— 
especially if you run your desktop 
at a resolution higher than 
640x480, which forces the game 
into “letterbox” mode. Strategy 
gamers, after viewing current 
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Old age can sometimes decimate a 
clan ring. 


offerings, are likely to feel little 
affinity for this type of presenta- 
tion. Another drawback is the recy- 
cling of names and events. Plan on 
seeing the same event, with the 
names changed to protect the 
innocent, many times over the 
course of a game. On the plus side, 
the results of events and quests are 
not static, and just using the same 
decisions may not yield the same 
result. Hero quests, necessary for 
winning both the short and long 
games, are difficult and sometimes 
the result can seem pretty fruitless, 
for all the effort involved. 

Despite the presentation and 
the recycling of events, there are 
teeth hidden behind the facade. 
King of Dragon Pass is not a simple 
game to master, even on the easy 
level. The learning curve is steep, 
although the tutorial allows a solid 
Start. In spite of the RPG trap- 
pings, the balances offered in the 
choices of economic, religious, 
trade, political, and war represent 
significant depth. Juggling all of 
these aspects is a challenge worthy 
of serious strategy gamers’ accep- 
tance. —Mike Dorn 
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Beyond the frontier, but not beyond Elite 


ive computer gaming veterans 

an excuse and they'll ramble 

on for hours about the glories 
of the games of yesteryear, soft- 
ware that was short on glitz but 
long on fun. Elite, the debut of 
which almost 20 years ago basi- ! 
cally defined the space opera 
genre, was such a game. Though 
its wireframe graphics were primi- 
tive, Elite’s open-ended gameplay 
and mix of combat and trading 
were addictive, and it was an 
absolute blast to play. X: Beyond 
the Frontier was clearly designed 
by a team with fond memories of 
the old classic, and they have 
improved on it in a number of 
ways. Some of the fun got lost in 
the new mix, however. The result is 
a game that, while enjoyable, is | 
unlikely to be discussed by the 
gaming vets of the year 2020. ! 

In X, you assume the role of test | 

pilot for the first human ship 
capable of independent FTL flight. 
Something goes terribly wrong, 
and you and your crippled vessel 
are hurled across the universe into 
a system controlled by the Teladi, 


Southpeak 
Interactive 


166, 32 MB RAM 


None 


S 


a species whose culture is a direct 
steal from Star Trek's Ferengi. They 
loan you a few credits to get you 
started as a trader and tell you to 
find the Argon, a nearby race that 
resembles humanity. 

X’s best feature isn't its story, 
however, but an economic model 
that outclasses every previous 
game in the genre. Trade goods 
are produced in immense orbital 
factories obedient to the laws of 
supply and demand. A missile fac- 
tory, for example, requires six 
separate raw materials to produce 
its missiles. If it runs out of one, 
production shuts down, but the 
price it is willing to pay for the 
absent raw material increases 
accordingly. The reverse is also 
true—as a factory's stockpiles 
increase, it pays less for goods. 
The result is a dynamic economy 
where it is impossible to rely ona 
single route. Your actions as a 
trader turn highly profitable runs 
into money-losing propositions, 
forcing you to seek out new 
opportunities until the factories 
consume the goods you've provid- 
ed. Independent traders further 
complicate the mix—you'll be furi- 
ous when a freighter carrying the 
same components you do arrives 
moments ahead of your ship, ruin- 
ing your profit margin. 

The ability to build your own 
factories is another excellent 
feature. You can find an 
unowned, mineral-rich asteroid, 
construct a mine, hire a trans- 
port fleet and defensive fighters, 


_ UPSIDE | 
Great dynamic economy, 
Elite nostalgia. 


A: Beyond the Frontier 


and watch the money roll in. 
Best of all, your industries still 
operate when you're on the 
other side of the galaxy, accu- 
mulating cash until you swing 
by to claim it. You can even use 
your own JPEG files to customize 
their glowing, rotating logos! 

Graphically, X is a mixed bag. 
The spinning planets, ring sys- 
tems, and orbital structures are 
generally excellent. However, the 
backdrops are really odd. The 
fuzzy stars encourage visits to the 
optometrist, and there are actual 
seams visible in the nebulas. The 
game is also incompatible with a 
number of different video cards, 
especially those based on the Riva 
TNT chipset (the TNT2 works fine). 
If you have a TNT, don’t buy this 
game unless you find a patch for 
this problem. 

X's flight model is... well... odd. 
Acceleration and deceleration both 
take a long time, and firing heavy 
weapons rocks your ship (another 
nice Newtonian touch). Turning is 
inertia-less and nearly instanta- 
neous, however, and no inertia 
Slide feature is available. Fights 
thus become cosmic chicken 
matches, and collisions are lethal 
until you buy strong shields. Firing 
and then praying that your foe 
doesn’t dodge the same way you 
do pretty much sums up dogfight- 
ing in Xx. 

Pacing is the game's biggest 


weakness—your ship starts out 


Video card incompatibilities, 
slow pacing. 


[above] Teladi trading stations look an 
awful lot like DS9. Does Paramount 
know about this? 


[left] Factories in X are immense, 
colorful structures. 


This silicon mine was once a barren 
asteroid; now it’s a key part of my 
economic empire. 


unarmed, and the best way to 
advance to the critical factory- 
ownership stage is to keep it that 
way for along, long time. You can 
amass immense wealth by dodging 
enemy ships and plowing every 
credit into your bank account. 
While productive, this eventually 
gets pretty dull, but cash spent on 
weapons and shielding just slows 
the game down. 

Worse, there are absolutely no 
side quests in X, and the story 
missions are not very plentiful. 
They often consist of flying back 
and forth across the entire map on 
errands, and their main challenge 
is tedium. At least your factories 
will automatically make a fortune 
for you while you're busy com- 
pleting them, and you'll need it. 
The final missions are combat 
intensive, and it will cost millions 
to properly outfit your ship. 

In short, X is a fairly good game 
that could have been great. With 
more missions, a better flight 
model, and better pacing, it might 
have dethroned Elite. As is, it joins 
a long line of games like Privateer 
I that entertain but leave you 
wanting more. —Dave Markell 


Join the discussion at www.cdmag.com/cqi-bin/Webx?13@@.ee6f5aa/25 


Much improved over last year’s Trophy 
Buck, nice environments, good selection 
of weapons, equipment, and game. 


Some crash/lock-up problems, graph- 
ics somewhat dated, sometimes laggy, 
apparently no co-op multiplayer. 
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Deluxe 270 


Deluxe 308 
Synthetic 7mm Mag 


Rats—another cow elk. Where’re 


_ Under the right weather conditions, 
those bulls? 


tracking actually does work. Note, 
| too, the nice weather effects. 


| 
| 


The game sports a nice selection of weapons including modern muzzleloaders 
(no “museum replicas”), shotguns, bows, and rifles. 


Trophy Hunting 


Sierra bags a three pointer 


ast year Sierra jumped boots- 
first into the hunting game fray 
with its game Trophy Buck. Fans 


| Hunting.) Depending on the 
region you hunt in you'll 
encounter one, two, or all three 


| 
| 


of the idea of hunting games held 
their breath—could Sierra do for 
hunting games what it had done 
for fishing games, and thus finally 
answer calls for a decent hunting 
game? The answer, unfortunately, 
was no—Trophy Buck, while better 
than some of the competition, had 
other flaws, and really didn’t rise 
out of the pack. Another year, 
another game, and it’s obvious 
that Sierra learned some lessons. 
While Trophy Hunting may not fea- 
ture as impressive a gaming rack 
as you'd like, at least it’s not last 
year’s spike. 

The first obvious change is the 
addition of other types of game. 
In addition to deer (we have 
white-tail and mule deer, but 
oddly no black-tail) you get elk 
and moose. (If you happen to 
glance at the box front you might 
also think you get bear, but if you 
read the text by the bear's picture 
you'll realize that’s an ad for a dif- 
ferent game, Trophy Bear 


16 


LAN, Internet 


or 
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types of game, both males and 
females. You'll again see birds, 
but no other types of incidental 
wildlife. Before you go on a solo 
hunt you're given the option to set 
the animal density for an area, 
and to choose a difficulty level. 
Finally low density and high diffi- 
culty mean you'll really have to 
work for a kill, as animals are real- 
istically scarce and skittish—no 
more shooting gallery if you don’t 
want it. The models aren't beauti- 
ful, but they are functional. 

There are eight regions from 
around the country, and they are 
recognizably different. The terrain 
is more interesting, and the 
foliage is thick with little of the 
pop-in problems inherent in some 
other games. The advancing sea- 
sons make for changing environ- 
ments, and you now also get 
weather effects. Snowy environ- 
ments are particularly impressive, 
especially during an actual storm: 
the simple yet effective modeling 
of snowfall is really impressive, 
and definitely gives you a “you 
are there” feeling (your facing 
even makes a difference—if you're 
walking into the wind, the flakes 
swirl into your face more than they 
seem to going the other way). 
Other nice touches include taking 
gravity into effect (on a really 
steep hill you'll run down quickly, 
but probably find yourself cutting 
diagonally up its face because 


| 


more interesting. 


going straight up is too hard), tree 
stands that can only be set up in 
trees, and the need to return to 
your hunting camp to re-equip. 
The clock still moves faster than 
real time but can be adjusted from 
as short as 20 minutes for a hunt- 
ing day to as long as three hours. 

A big complaint about last 
year Ss game was its control 
scheme, which was wretched; this 
is where the Trophy Hunting shows 
the greatest improvement. A 
decent “mouse-look” system is 
now in place, and this makes a 
world of difference when it comes 
to looking about as you move. 
Unfortunately, there is sometimes 
a bit of lag, particularly when 
you're using the mouse to select 
interface items during the game. 

Graphically, the game is pretty 
enough, although fairly low-end 
compared to the state of the art in 
computer gaming. Foliage looks 
particularly nice (although 2D, 
and often too short for some of the 
areas you hunt in), but the ground 
itself is ugly and the animals utili- 
tarian at best. 

Multiplayer is again a disap- 
pointment. First off, there seem to 
be technical problems, at least for 


The maps seem larger than those in Trophy Buck, and are certainly 


some—we never did get a game 
going, but it was obvious that 
others were online and playing at 
WON. Yet again online play is only 
competitive (and, it seems, done 
in a vacuum where only your kill 
score is shared, not the experi- 
ence); there is no option for coop- 
erative hunting. 

The game did seem a bit 
glitchy, crashing or locking up 
several times during this review 
(as mentioned above, particularly 
when trying to get multiplayer 
going). If you play with a short 
hunting day this may not be a 
problem, but in a three hour game 
it certainly could be (especially 
since there's no way to save your 
current hunt). 

Overall, Trophy Hunting is cer- 
tainly a move in the right direc- 
tion. It fixes many of Trophy Buck's 
glaring errors while adding some 
nice new features. Were Sierra to 
improve stability and graphics 
we'd have a very good hunting 
game indeed; were it to advance 
the game design (especially with 
cooperative hunting, with Al or in 
multiplayer), we’d have an excel- 
lent hunting game, but as it is we 
have a decent game. —Scott Udell 
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S) Authentic South Park look and voices, 
fun trivia questions. 


Lame mini-games used far too often, 
lousy control, obnoxious performance 
issues and unrealistic requirements. 


= South Park: Chef's Luv Shae 


t seems only appropriate that 

TV land’s crudest, most primi- 

tive commentary on pop culture 
and childhood should morph its 
way into the interactive world by 
becoming first a primitive first 
person shooter, and now an even 
more primitive game show. It does 
work much better as the latter— 
not that this is saying much. 

This latest in what is sure to be 
a never-ending line of South Park 
games takes the popular South 
Park delinquents to the set of the 
overly amorous Chef’s Luv Shack. 
It is here that crazy, sexy, morally 
challenged swimsuit models com- 
pete for fun, prizes, and what one 
can only speculate as wild nights 
of passion with Chef. Except Chef 
never gets any models, or cheer- 
leaders, or bisexual nymphomani- 
ac love fiends on the show. 
Instead, he has to settle for offer- 
ing questions and cheesy mini- 
games to the likes of Cartman, 
Stan, Kyle, and everyone's favorite 
walking corpse, Kenny. 

As heard on television, Isaac 
Hayes voices Chef, and there actu- 
ally are bouts of singular wit to be 
found throughout the trivia por- 
tion of the game. Indeed, if Luv 
Shack had just gone the way of a 
straight trivia game—mixing equal 
parts pop culture, South Park, and 
general trivia to make up its bevy 
of questions—it would have fared 
much better than it does. 


Action/Trivia 
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Unfortunately, when Luv Shack 
really strays is during its cheesy 
mini-games. Beyond the fact that 
we see them far too often, as 
opposed to focusing on trivia 
questions, these mini-games are 
the sort of shockwave-level drivel 
you'd expect to find on a promo- 
tional website, not a CD-ROM- 
based product. 

From an 80's-era overhead rac- 
ing game, to South Park versions 
of Pong, Space Invaders, and 
Whack-A-Mole (in this case, a 
mutant monkey’s ass), they’re 
more extraneous than entertain- 
ing. Adding to that is the fact that 
controls are oddly unresponsive. 
The game’s requirements in gen- 
eral seem ludicrous. The 2D ani- 
mation throughout the whole 
game is as simplistic and low-tech 
as the show, and yet even the 
Readme file tells players they'll 
have frame rate problems on any- 
thing less than a Pentium II/400 
when the screen resolution is set 
above the minimum 640x480. 

South Park fans and those who 
like offbeat trivia will find Luv 
Shack entertaining in doses, but 
this South Park excursion would 
have been far better off had it 
stuck to its irreverent trivia ques- 
tions, and ditched the mini-games 
entirely. Allin all, Chef’s Luv Shack 
has too much Mr. Hanky and not 
enough Cheesy Poofs goodness. 
—Jason D’Aprile 
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Chef is clearly a man who knows 
how to get down. 


Pick your favorite little guy for an 
alter-ego. 


The developers will likely be delivering 
pizza for the rest of their lives. 


I Although defective, it is unlikely to be 
! merciful and explode so that you 
| 
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don’t need to play it. 


Y2K: The Game 


ith all the Y2K propaganda, it 

is unlikely that anyone was 

Surprised when Y2kK: The 
Game landed in software stores. 
¥2K's premise is simple: You must 
save Buster when his new mansion 
goes haywire. The catch: this 
mansion is controlled by an 
experimental Artificial Intelligence 
that loses its sanity. If you actually 
play the entire game, you will 
soon find yourself siding with the 
Al, due to the empathetic feelings 
that arise when you realize your 
own sanity is slowly dwindling 
away. Mansion aside, there is one 
particularly incredible aspect of 
the game: your main character 
appears to be a psychic. As Buster 
frequently spouts phrases such as 
“why, oh why, oh why?” and “| 
have better things to do with my 
time,” you'll swear that he’s read- 
ing your mind. 

Buster's mansion is more like a 
large house, as it has only 14 
rooms. If you knew exactly what to 
do and where to go, the game 
would take less than an hour, but 
you will probably be stumped for 
at least a while on some of the 
puzzles. While they are the best 
part of the game, Y2K’s average 
graphics are hampered by major 
clipping problems and horrible 
performance. For instance, there is 
no freedom of movement. You can 
only move to specific locations, 
and even then you do not walk 
directly to the destinations; Buster 
only walks along the walls, and he 
crawls across the screen at a slug- 
gish pace, even in the hardware- 


Quite possibly the geekiest hero 
in history. 


supported mode. 

Thought-provoking puzzles and 
an intriguing storyline are the 
basis for most success adventure 
games, and any title that cannot 
perform in at least one of these 
areas is bound to fail. This is the 
case with Y2k; there is nothing in 
the game that draws you into the 
experience or challenges your 
mind. Also, poor design allows you 
to get into at least one situation 
that makes the game unfinishable. 

Scrap the Y2K premise, fix the 
slowdown and clipping, add some 
depth and make the puzzles 
enjoyable—only then would Y2K be 
a game worth consideration. In 
other words, they could change 
the name and start from scratch. 
—David Ryan Hunt 
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Incredibly fun gameplay, same great 
sound effects, a lot of swearing. 


Q*bert 


“bert is one of those classic 

80's video games that never 

really aged—its gameplay is 
still entertaining. And sure enough, 
its modern incarnation retains the 
same basic gameplay, doesn’t 
make the controls any more com- 
plex (just one button to enable 
your power up), and adds enough 
new bells and whistles to make the 
game thoroughly enjoyable. 

One unfortunate thing about 
the game is that it doesn’t try to 
develop a fiction for the world of 
Q*bert. That alone would be the 
price of admission. You're still this 
orange guy with a big nose who 
lives in some sort of Escher-esque 
world and jumps on blocks to tum 
them different colors, all the while 
avoiding all manner of foul 
snakes, colored blobs and an 
occasional guy who speaks some 
alien tongue. Best of all, you 
swear a lot. Kingpin has nothing 
on Q*bert-every death is met with 
an expletive filled diatribe by our 
hero. Unfortunately, it’s in the 
Q*bertian dialect and only trans- 
lates as a series of punctuation 
symbols. D#$%!, indeed. 

While you can still play the clas- 
sic game in all of its cube-hopping 
glory, the new “adventure” mode 


DOWNSIDE — 
Pretty hard, no configurable controls, 
a lot of swearing. 


of the game is where you'll find the 
most bang-for-your-buck. There 
are four worlds, each with six lev- 
els. Some are collections of origi- 
nal-styled pyramid-like things, 
with warps that link the levels, 
while others are linked together 
with plenty of weird and remark- 
ably clever puzzles. 

The production values are top 
notch, with Mr. Q*bert (and his 
family—who knew?) receiving a 
polygonal makeover. The cut 
scenes are really clever, the 
graphics exactly what you would 
expect and the music an interest- 
ing mix of jazz and something 
that sounds like the random aural 
extravaganza that is the connect- 
ing tunnel in the United terminal 
at Chicago's O'Hare airport. 
Anyone who's ever experienced 
this knows exactly what this 
sounds like—try walking through 
there at 4:00AM after a red-eye 
flight... surreal. 

Q*bert is a perfect example of a 
simple concepts translating rather 
nicely into a modern milieu. While 
it may be a bit too hard for the 
smaller kiddies, it’s a thoroughly 
engaging game that’s perfect for 
most gamers young and old. 
—Steve Bauman 


The “Adventure” game looks something like this. (This is an odd screenshot 
provided by Hasbro, as the game prevents screen captures. The real game 


looks much better. ) 
THE GOOD 
GENRE. retro Action 
PUBLISHER Hasbro Interactive 


REQUIREMENTS pentium 
200, 32MB RAM 


MULTIPLAYER 


2 players; 
same machine 
e E EVERYONE 
RATINGS or 


OKO 


x 
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And here’s the “Classic” game. In 
reality, it looks much better too. 


} eee 


Sst 


Added 
ee a 


Duck! Those 3D pieces are coming out of the screen! 


UPSIDE Wee DpOoWwNsIDE 


Well, it is Tetris after all. 


There are multiple ways to force a 
reinstall, no Internet play. 


The Next Tetris 


game, so it’s easy to be skepti- 

cal when someone adds some- 
thing new to the mix. The Next 
Tetris introduces a couple of new 
features that actually add a bit of 
interest to the classic gameplay; 
unfortunately, the overall game is 
uninspired, with some major bugs 
and dull presentation. 

The big addition is gravity, 
making pieces fall below after you 
clear a line. If you plan ahead, 
you can get a cascade and clear 
out multiple lines at a time. 
Assisting this strategy are new 
pieces called Multiminos, which 
feature different colored blocks 
within a single shape. Basically, 
like-colored blocks link up 
together, and different colored 
blocks fall until they hit something 
solid below. It’s a lot easier to 
grasp while playing than describe. 

The standard game starts each 
match with random “garbage” 
pieces already strung about and 
five minutes to clear three boards. 
As you go up in level, it adds 
another line of garbage. As you 
progress, it gets incredibly chal- 
lenging but it’s more about luck 
than skill—you live or die by the 
opening random pieces. Beyond 
that, there's no two-player 
Internet play, which seems like a 
fairly obvious addition, or other 
interesting gameplay variants. 
You can play “Classic” Tetris alone 
Or against another person, or the 
new variant mixed with the 
“Classic” play called “Marathon.” 

You can also upload your 
scores to the Tetris World website 
(www.tetris.com) and see how 


[== is pretty much a perfect 


you rank against the rest of the 
world. Unfortunately, this feature 
does not work if you've enabled 
Windows 98SE Internet Connection 
Sharing. To make matters worse, 
there are no warnings to that 
effect, and accessing the service 
with that configuration causes a 
mid-download crash. At this 
point, the game will no longer 
load at all, forcing a complete 
reinstall of the game. (You'll need 
to delete the entire folder before 
reinstalling, as the aborted down- 
load creates a corrupted file that 
is not removed with an uninstall.) 
It was also possible to get the pro- 
gram to no longer load merely by 
turning off 3D acceleration; again, 
a reinstall (or registry editing, for 
the brave) was required. 

Apparently today’s gamers 
wouldn't accept a remake unless 
each piece was modeled in 3D. It 
supports 3D acceleration, though 
you ll be hard pressed to tell—this 
is possibly the ugliest version of 
the game in existence. So it looks 
like all of those Tetris fans will go 
back to that high-tech GameBoy 
version for their falling block fix. 
—Steve Bauman 


THE oxey> 

GENRE) retro Action 
PUBLISHER Hasbro Interactive 
REQUIREMENTS © 133mHz 


Pentium or higher, 16MB of RAM, 
4X CD-ROM 


MULTIPLAYER 


a koe oe He 


2 players, 
same machine 
EVERYONE 
RATINGS an 
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Gabriel Knight 3: Blood of the 


A heated exchange between scholars. 


Do the handshake correctly and Mosely will 
confirm that it’s Masonic. 


walkthroughs 


cheat codes 


Larry is a wealth of knowledge...but is he 


holding back? 


Sacred, Blood of the Damned 


WITH GABRIEL KNIGHT 3: BLOOD OF THE SACRED, BLOOD OF THE DAMNED, JANE JENSEN 


and team have not only engineered one of the longer titles in computer game 


history, but also an engaging, challenging mystery. We're here to get you 


through some of those challenges. 


While this walkthrough attempts to 
be very thorough, the focus is def- 
initely on getting you through the 
game and past the toughest spots. 
We've broken up each day into its 
respective segments to make get- 
ting around easier, included only 
information necessary for com- 
pleting that time block. For maxi- 
mum enjoyment, remember to 
read the graphic novel, explore a 
lot, do everything possible, and 
save often. Let's jump in! 


DAY 1 
10am-12pm 
Start by opening Gabriel’s dresser 
and have him look at the items. 
There is only a piece of tape anda 
hanger, but we're going to swipe 
the items anyway. You never know 
when you need a piece of sticky- 
but-used tape and a good wire 
hanger. Go into your inventory and 
take a mental note of what’s here 
and examine the items, if you wish. 
Leave Gabriel’s room and note 


your door number so you don’t 
have to try every door later. Now 
head downstairs and introduce 
yourself to Jean and exhaust all 
topics. Now talk to Emilio. He’s in 
the lobby wearing a green vest 
and probably reading a newspa- 
per. Since all you can do with him 
is make introductions, do so then 
head to the kitchen. Gabriel will 
enter and head straight for his first 
love—coffee. Watch the cut-scene 
and make sure you have exhaust- 
ed any and all conversation topics 
with Mosely. Note that he is in 
room 33. Mosely also suggests you 
talk to Madeline Buthane about 
joining the tour. 

Grab a packet of maple syrup 
off the food table before leaving. 
Head back to the lobby and grab a 
peppermint candy from the table 
on your right. Examine the guest 
book at the front desk and read 
the entries to find out where 
everyone is staying. When Jean 
leaves the desk, take the black 


marker. Go outside and speak with 
Madeline (by her van). Exhaust all 
conversation topics then leave the 
courtyard heading left. 

You will find a closed bookstore. 
Although closed, this bookstore is 
helpful. Look at a// the books in the 
window, specifically the English 
and French books on the Holy Grail. 
(You can also look at Jane Jensen’s 
books, by the way) Head back 
toward the hotel, but keep walk- 
ing. Go to the church (it’s the 
right-hand turn option at the end 
of the path). Go inside the church 
for now, the back of the church 
doesn't hold anything interesting 
for a while. Look at the devil hold- 
ing up the holy water bowl and the 
picture above the bowl. If you click 
on the picture above the bowl you 
will have a TRACE option. The 
object of your attention on the 
TRACE screen should be the upper- 
most hand of each angel. Click on 
each of them and hit TRACE to 
make a tilted square. Gabriel will 


I’m still not sure why one would 
want to look like Mosely. 


acknowledge what you've done if 
you ve done it correctly. 

Leave the church and go to the 
museum (right out of the church 
and right at the end of the path). 
To your right on the floor there is a 
Lost Items box, take a look at the 
red hat in there and make a men- 
tal note of it. Next, go talk to the 
receptionist and exhaust all topics. 
Head upstairs and notice Lady 
Howard and Estelle. Try listening 
to their conversation. They'll stop 
talking when you approach. Go 
ahead and talk to them and 
exhaust all topics. Then move 
behind the hanging panels to 
overhear what they are talking 
about. For your own edification, 


you can read both the front and 
back of the panels and look at all 
other information. Once done, you | 
should be able to talk to the ! 
receptionist again—be sure to 
exhaust topics. Finally, head back 
to the hotel. Exhaust all topics on 
all characters, then head to the 
phone booth. Call Prince James. 
Listen for someone entering into ! 
the booth next to you while you 
talk. Leave the phone booth 
room—this will end the time block. 


12pm-2pm 

Enter the kitchen and observe 
sequence. Read the guest register 
in the lobby to note that some ! 
people are switching rooms. Go ! 
upstairs, observe room switching 
sequence then go to the church. 
Watch the heated exchange 
between Vittorio Buchelli and 
Abbe Arnaud. Introduce yourself 
and exhaust all topics with both 
men. Go back to the hotel and talk 
with Mosely, exhausting all top- 
ics—save the CASE topic for last, 
though. As you start to talk about 
the topic, you'll hear a noise on 
the door. Stop talking to Mose and 
click the peephole icon on the 
door to catch Emilio listening in on 
your conversation. Take the glass 
he leaves behind, then finish the 
conversation with Mosely. Go out- 
side to finish this time block. 


2pm-4pm 

You need to secure a mode of ! 
transportation in this time block. | 
First, go to the bike shop and 
speak with the shop owner. Show 
him your passport and be denied 
a bike. You need a Mosely dis- 
guise in order to get a bike since 
he’s already signed up. Let’s build 
a Mosely costume...although | 
can't imagine who'd want to look 
like that. Go to the museum first 


That pesky cat has climbed the wall. Squirt it with water to get it down. 


and take the ball cap. Now pre- 
tend you're going to church, but 
instead of entering the church, 
follow the stone path around it. 
You'll find a black cat at the end 
of the path. Try to pet it and 
watch it run into the hole. Now go 
back to the front of the path and 
head around to the graveyard in 
back of the church. Wait until 
Arnaud has finished watering his 
plants and then swipe his water 
bottle. While you're here, open 
the back window of his house. Go 
back to the cat, put the sticky 
tape on the hole, squirt the cat 
then remove the tape from the 
door. You have the beginnings of 
a moustache. In your inventory, 
combine the maple syrup and the 
cat hair to make a fake mous- 
tache. Click the moustache on the 
red hat to begin your costume. 
Now head back to the hotel and 
talk with Mosely. He'll mention his 
passport. Leave his room and find 
the street scene picture in the 
hallway. Place your candy on the 
table underneath the picture. 
Now, go buzz him from down- 
Stairs. Head up the staircase 
opposite Gabriel’s room, sneak 
Gabriel down the hall and when 
Mosely becomes distracted by the 
candy, take his passport. 

Use the black marker on 
Mosely’s passport to give him a 
moustache, then go into Mosely’s 
room and take his yellow jacket. In 
inventory, combine the hat, the 
moustache and the yellow coat to 
complete your Mosely costume. 
Now go to the bike shop. Stand by 
your Harley and use the costume 
from inventory on Gabe. Then go 
talk to the shop owner and get 
your wheels. 

On the roads of the area around 
Rennes-le-Chateau you'll have 
plenty of opportunity to follow 


=a thing — ss 
Se Ar aS 


people. Let’s try it out. On the map 
select Chateau de Blanchefort. 
Wait in the parking area until you 
see/hear someone coming up the 
street. As soon as you see them, 
click on them and choose FOLLOW. 
Many times this will give you 
access to new areas. First, follow 


| Wilkes. He stops at L’Ermitage—use 
' your notepad on his license plate 


to write the number down then 
head up the hill and exhaust top- 
ics with him. You can stay in the 
L'Ermitage parking area and follow 


Madeline when she drives by. At 


her stopping point, locate 


' Madeline and talk to her. 


Now drive to the train station. 
Talk to the taxi driver when you 
arrive and pay the man when he 
needs help remembering. Be sure 


" to exhaust all topics. Then head 


inside and speak with Marci (the 
girl behind the desk) and exhaust 
all topics. Before leaving, examine 
the chalkboard to the left of 
Marci’s desk. Once you go outside 
and get back on your bike the 
time block will end. 


4pm-6pm 


Head over to C. de Blanchefort 


' again. Notice two mopeds. Head 


up the left-hand path and exhaust 


| topics with Wilkes—especially 
| regarding the equipment. There’s 


some funny content there for Dune 
fans. Then head up the right side 


| to see Emilio enjoying the sun. You 


can talk with him if you wish, but 
it isn’t crucial. Go back to your 
bike and use the notepad on 
Emilio’s license plate. 

It's time to check out Larry 
Chester. Go to his house on the 
map. Knock on the door and 
exhaust topics with him before 
leaving. You can try to follow Lady 
Howard from the Blanchefort park- 
ing area, but they're just cruising 


| 


right now. Instead drive to 
L’'Homme Mort where you will find 
Mosely. Go ahead and talk to him 
then head back to the parking 
area and jot down his license 
number. Mosely’s been acting a 
little strange, so let’s go spy on 
him. Head to the top of C. de 
Blanchefort and use the binocu- 
lars. Look around and magnify 
everything that lights up until you 
spot him. Watch Mosely and 
Buthane until Gabriel says some- 


| thing then head on back to Renne- 


leChateau to end the time block. 


6pm-10pm 


You watch a cut-scene with Prince 


' James’ men. Head downstairs, talk 


to Simone (the night receptionist) 
then head outside and follow the 
Prince's men. Follow them all the 
way into the graveyard then hide 
behind the big tomb. After the 
cut-scene stops, use your recorder 
on the previously opened window 
to record the Abbe’s conversation. 
Go back to the hotel and follow the 
men to Larry Chester's house. You 
can't pull in there, but you can 
stop at Blanchefort and sneak 
around the back of his house. At 
the house, hide behind the tree 
closest to the well and watch the 
handshake sequence carefully. 
Leave via Blanchefort and head to 
Rennes-leBains (the bar). Head 
inside and talk to the two gentle- 
men at the bar then have Gabe jot 


' down Buchelli’s license plate. 


Head back to your room to talk 
with Grace and Mosely. Exhaust all 
topics with them after the 
sequence. You'll have a chance 
during the discussion to mimic the 
sequence. The order, from left to 
right is: 2, 5, 3, 1, 4. That'll earn 
you extra points and get Mosely to 
confirm that it’s a Masonic hand- 
shake. This concludes Day 1. 


Pha 
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The tilted square motif becomes rather important later. 
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DAY 2 

7am-10am 

Use SIDNEY and to do a search on 
vampires, Holy Grail, and 
Templars. Be sure to follow all the 
links. Go ahead and check your 
email while you're at it. Before you 
leave the room, pick up a finger- 
print kit. Leave the room and pick 
up the book. Go into inventory 
and dust the book for prints—you 
won't find any. Read the book and 
the poem, leave the poem for 
Gabriel. Go down to the kitchen 
and talk to Madeline to join the 
tour group. Go to Tour Magdala 
(left out of the hotel courtyard 
then straight to the grassy area). 
Head to the top and exhaust topics 
with the Abbe. Go back to the 
hotel kitchen to begin the tour. At 
Poussin’s tomb watch the 
sequence, then use the notepad on 
what Emilio wrote. Talk to Buchelli 
and the tour will move on. At 
Blanchefort, step up to Wilkes and 
Buthane and listen to their conver- 
sation. Then listen to Lady Howard 
and Estelle and watch the cut- 
scene that follows. Finally talk to 
everyone, but save Mosely for last. 
This will end the time block. 


10am-12pm 

Read the note Grace left then THINK 
on the letter. After you do that, 
Start snooping. Maid service is out- 
side. Follow Roxanne the maid. 


Resize and reposition the circle until it locks into place. 


Watch her sequence as she cleans 
your room. She will repeat this 
sequence with every room unless 
you get caught. All we're doing 
now is making it easier on Gabe to 
get back into the different rooms. 
To get into the rooms, use the 
peephole icon on the doors when 
the cleaning cart is at an angle. For 
now all you need to do is unlock 
the dumbwaiter in Emilio’s room, 
hide on the balcony in Madeline’s 
room, then unlock the door on 
your way out so you can get back. 
In Lady Howard’s room you'll do 
the same thing—hide on the bal- 
cony, then unlock the door on your 
way to Buchelli’s room. Unlock the 
dumbwaiter in his room and in 
Wilkes’s room. Once Roxanne 
leaves, go into the rooms that are 
unlocked. The only rooms you can 
actually take stuff from are 
Madeline Buthane’s room and Lady 
Howard's room. There's a map in 
Madeline’s room in the drawer next 
to her bed and a suitcase under the 
bed that has a gun in it. You can 
dust the gun and get her finger- 
prints for later. In Lady Howard's 
room, search under the bed and 
find a couple of parchments. Go 
ahead and take them. Also, go into 
her bathroom, take the tube of 
Suppuration H and dust the hand 
mirror for prints. 

Go downstairs, talk to Jean. 
You'll watch a sequence then 


The tilted square in place, fill the shape with an 8x8 grid. Kind of looks like 


a chessboard... 
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The very first line which begins the amazing task of finding the treasure of 


Rennes-le-Chateau. 


exhaust all topics with him. Go 
into the kitchen and use the 
dumbwaiter to get into Wilkes’ 
room. There are some papers you 
can read but that’s about it. 
Buchelli’s room is just about as 
interesting, but you will find he 
isn’t telling the truth about what 
he is if you look in the clothes 
drawer. You can also dust his suit- 
case for prints and search his 
pants in the clothes drawer for a 
ticket stub. 

Go to Abbe’s house and use the 
Suppuration H on the window you 
opened earlier. Enter the office 
and have a look around. Open the 
drawer on his desk, read the mag- 
azine and dust the cigarette box 
for prints. Now go back to your 
room and use SIDNEY. Scan the 
map, the two parchments, all fin- 
gerprints and license plates, and 
link all files to their respective 
suspects. Put the map and the 
parchments back their correct 
rooms, then move to the lobby of 
the hotel and the time block will 
conclude. 


12pm-2pm 

As soon as you gain control, talk 
to the Abbe. No one else will 
respond to you so head outside 
and go through the stone archway 
to hear a baby crying. Climb up 
onto the wall to find yourself fac- 
ing a high, ivy-laden wall of the 


| 


house. Climb the ivy to the top 
story window. Once inside, open 
the dresser, have Grace write down 
the symbols, then open the trunk 
in the corner. You'll gain Monsieur 
Montreaux’s attention and need to 
hide. Hide in the aforementioned 
closet. Once Montreaux leaves, go 
downstairs. Open the desk drawer, 
read and examine every page in 
the book you find there. Then push 
the chair aside and look closely at 
the portrait of Montreaux—specifi- 
cally his eyes. Climb down and 
find the red button on the desk 
leg. Push it, then turn all the stat- 
ue heads to form a pentagram. 
Climb down the stairs revealed. 
You will find another stairway 
heading down to an unlocked 
door from where the noise seems 
to be emanating. Enter that door 
and talk to the woman tending the 
press. Once you watch the final 
cut-scene the time block will end. 


2pm-5pm 

Go downstairs and talk with Wilkes 
in the kitchen and Jean at the front 
desk. Go into the phone booth and 
record Buchelli’s conversation. It’s 
time to check out the crime scene. 
At the scene, choose one of the 
several topics you re given—it 
doesn't really matter which you 
choose. Examine the bodies care- 
fully, then locate the pools of 
blood up the hill to the left. Touch 


The map finally completed, the mystery of Rennes-le-Chateau unfoldes. 


Points from the menus to plot a 
point at C. de Blanchefort and 
Rennes-le-Chateau. Hit Start 
Analysis to begin your journey of 
finding the RLC treasure. Read and 
think about the next section of LSR, 
then open PARCH1 and analyze. 
Extract text and translate, then view 
geometry. A file will automatically 
be saved. Analyze PARCHZ2. Follow 
all suggestions that SIDNEY makes 
then analyze the map again. It’s 
time to plot some points. Use Enter 
Points again and plot a point at the 
churches (red crosses) in Coustassa, 
RLC, St. Just-et-let-Bezu, and 
Bugarach, then hit Start Analysis. 
Use circle shape from the menu, 
then stretch and move the circle 
until the circle touches all four 
points. Grace will say something 
when you've done it correctly. 

OK, let’s read and think about 
the next section of LSR. Use SIDNEY 
and search for quaternity, St. 
Michael, and Pythagoras—be sure to 
follow all links. Analyze the map 
| again and add a square shape. 

' Resize so the circle touches all four 
sides on the inside and rotate 


Not for the weak of stomach, leave it to a schattenjager to find the most gruesome stuff. 


the knee prints and think on them, Go to Chateau de Serres and go to the church, look at every- square to the right. Grace will again 
and examine the blood. Talk to gain an audience with Montreaux. thing in the church, then knock on | comment when you've got it. Read 
Mosely and exhaust all topics and Exhaust all topics with him then the door up towards the front of ' and think on the next section, then 
leave. After you drop Mosely off at head back to the hotel to finish the : the church. Exhaust topics with the | plota point on the map atC. de 

the hotel, head back to the crime _|_ time block. Abbe, then look at Lorraine picture | Serres and where the black line 
scene. From the parking area, find ' and chessboard. intersects the top of the circle, then 
the car tracks and follow the path 5pm-iz2am Now go back to the hotel and hit analyze button to get SIDNEY to 
where they head in order to find Log on to SIDNEY, scan and ana- ; use SIDNEY to try to decipher the draw a line. Next click on the square 
the car. The only thing todo at the | lyze the symbols from Montreux’s _ Serpent Rouge puzzle. Scan any- and then rotate it to the right until it 
car is make a rubbing of the | house. Go downstairs to talk with | thing that hasn’t been scanned yet, locks into position. Move on to next 
tread—use the notepad on the tire. | Simone then head to the kitchen to i then translate Emilio’s SUM state- section of LSR. Once read, search for 
Go back to the original tire tracks watch the cut-scene. Leave the ment. Read and think about the Asmodeus, chessboard, and duality. 
and use rubbing on them to ' hotel to check out the museum. | first section of Le Serpent Rouge Analyze the map again and have it 
remind Gabriel that it was Someone left you a copy of Le then search for RA in the database. | drawa grid, fill the shape using 8x8 
McDougall and Mallory’s car—the Serpent Rouge (LSR). Take it and Now open the map in the Analyze squares. This will cue a cut-scene 
same one that he saw at Larry dust for prints—find nothing. Now portion of SIDNEY and use Enter | and move you to Day 3. 


Chester's house. 

Go back to Chester’s. Exhaust all 
topics with Larry then spy on him 
as he sets his clock. Once he 
leaves, use the wire hanger in the 
hole and see that his alarm is set to 
2 a.m. Head back to the hotel, 
watch the sequence, then follow 
Estelle. In the parking area, have 
Gabe write down her license num- 
ber then find her and exhaust all 
topics. Go back to the hotel lobby 
and request a 2 a.m.wake-up call 
and use the phone to call Prince 
James. Get up to your room and 
scan all new information into SID- 
NEY, translate any and all tapes, 
and be sure to link all information 
to your suspects. Before you exit 
SIDNEY make yourself a NY Times 
Reporter ID using SIDNEY—be sure 
it has Gabriel’s face on it. Head 
back downstairs, dust the green 
glass in the lobby and grab 
Wilkes’ print. Scan it into SIDNEY | 
before leaving the hotel. ! Ooo, Gabriel is such a sneak! Get in and out of the rooms quick or you'll be blocked forever. 
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Pentagram in place the “temple divisions” added. 


DAY 3 

zam 

You wake up early as Gabriel. It’s 
time to find out what Larry 
Chester's been up to. Drive to C. de 
Blanchefort and sneak over to his 
house. Spy on him as he leaves the 
house and walk out back away 
from his house—click on him and 
follow him. Once he leaves the new 
site you've followed him to, use the 
shovel on the fresh dirt to find his 
manuscript. Dust the manuscript to 
get Larry’s print. Go scare Mosely at 
L’Homme Mort, exhaust all topics 
then go back to the hotel to watch 
the cut-scene and advance the day. 


7am-10am 

Take Gabriel’s key, read the manu- 
script, and jump onto SIDNEY. 
Search for bloodline and look at 
the map. Plot a point at the center 
of the circle (L’Ermitage) Use 
Mosely’s key on his door and look 
under the pile of clothes in the 
middle of the room to grab the 
tracking device, then go to the 
museum. At the museum buy the 
Poussin and two Tenier postcards 
and move on to the bike shop. 
Before leaving for L’Ermitage, grab 
Lady Howard's binoculars. 

At L’Ermitage take the note from 
the cave and read it. While in 
inventory, also read the coordi- 
nates Grace wrote down earlier. 
Use the tracking device and walk 
around to match the coordinates. 
When you're in the right spot, 
Grace will automatically stop and 
draw an X. Dig on the X, then use 
your postcards on the wall to the 
right of the cave’s entrance to gain 
some insight into the situation. Go 
back to the hotel and scan all 
postcards into SIDNEY and do a 
search on Solomon. Next, analyze 
each postcard and perform the 
suggested operations. Plot points 
at L’Ermitage and Poussins tomb, 
then hit Start Analysis to learn 
more and get further on the map. 

Walk down to the kitchen and 


talk with everyone. Go out to 
| L’'Homme Mort to talk with 
Madeline and then go back to the 
hotel and talk with Mosely. 

Go back to your room and use 
| SIDNEY after reading and thinking 
| on the next section of LSR. Perform 
a search on Solomon's Temple and 
St. Vincent, following all links, of 
course. Now create a rectangle 
right up the middle of your cur- 
rent diagram. Plot points at the 
fourth and sixth vertical points on 
the top of the square. Do the same 
on the bottom then Start Analysis 
to join the plotted points. If you've 
followed all the links during your 
| searches, you'll have a new shape 
to put on the map—a star of 
David. Put it on the map then 
i stretch and move it so it fills the 


circle. Now rotate it to the right 
until it locks into place. Grace will 
write the coordinates down and 

i the time block will end. 


10am-12pm 

After the opening sequence ends, 
listen in on the conversation in 
Wilkes’ room (23). Go into the 
room and talk with Jean and 
Roxanne about the missing Mr. 
Wilkes. Follow Roxanne to the sup- 
ply closet. Flirt with her first and 

| then ask to get into Wilkes’ room. 


| 


Be sure to save at the beginning of this puzzzle. 


Once in his room, look at every- 
thing. You won't find anything of 
consequence so it should seem 
really odd. Talk to Mosely and 
Jean then boogie on to L’'Homme 
Mort. Toward the back you'll find 
some footprints. Look at them to 
start the sequence of Gabriel find- 
ing Wilkes’ body. Examine the 
wound and search his clothes. 
Then look around to find the blood 
and knee prints. Examine them 
before going to Poussin’s Tomb. 
At the tomb, talk with Emilio, 
then go to Lady Howard's site and 
talk with her. Go back to the hotel 
and enter Larry's fingerprint into 
SIDNEY then go to Larry's house to 
get the truth out of him. Exhaust 
all topics then head back to the 
hotel. Follow Madeline with the 


Hit the button and twist each head to make a pentagram, then watch 
what happens. 


camera. She'll walk from Mosely’s 
room to her room and Buchelli will 
watch her carefully. Go in to your 
room and talk with Grace. 


12pm-3pm 

If you look out your bedroom win- 
dow, you ll see Buchelli leave 
Madeline's room with the rolled up 
newspaper she had when she left 
Mosely’s room. Go back into your 
room and continue work on the 
LSR puzzle. First, read and think 
about next passage. Check your 
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email in SIDNEY to get the temple 
layout. Go to your map and create 
the same temple divisions—an area 
in the middle twice as long as the 
top or bottom. The points are on 
the existing lines for the “temple 
walls” at horizontal points three 
and seven on each side. Analyze 
your new points to complete the 
look of “Solomon's Temple”. Make 
a plot point on the exact center of 
the top box—called the Holy of 
Holies. Grace will write down the 
coordinates. Then you need to get 
Gabriel’s motorcycle and go to the 
NE arm of the hexagram. Find the 
note on the post, then drive to the 
SE arm of the hexagram. There's a 
cave up the hill covered by rocks. 
Pick up Wilkes’ handkerchief to 
examine it, read the coordinates 
for this area, then use tracker on 
Grace and walk her around in 
front of the rocks. She'll stop 
using the tracker and say she'd 
better dig. Use the shovel on the 
rocks if no X appears to dislodge 
the rocks and find a note. Take 
and read the note. 

Now drive to The Site on the 
map. You'll stop at the C. de 
Blanchefort parking area where 
you can walk across to your desti- 
nation. Take and read the note, 
then check the coordinates for this 
area. Move Grace to the right side 
toward the back to get her to 
make an X. Dig on it before going 
to the top of C. de Blanchefort. At 
the top, use your binoculars to 
zoom in on the orange rock. 
Notice Buchelli’s moped is there. 
Drive over there, walk up the path 
and dig on the fresh dirt (lighter 
colored texture) to find Larry’s 
manuscript. Dust the manuscript 
for prints and find three of them. 
Go back to RLC to watch the cut- 
scene then go up to your room. 
Scan everything into SIDNEY, 
match all unknown prints and link 
to files, then continue with riddle. 
Translate ARCADIA text and add 
the SUM word to it. Use anagram 


parser and select the words 
arcam, dei, and tango. The sys- 
tem will automatically insert the 
word lesu for you. Read and think 
on the next section, then analyze 
the map for a snake-like railroad 
marking whose tail ends at C. de 
Serres. Plot points at the end of 
the tail, in the middle, and in the 
middle of the circle “head”. This 
will end the time block. 


3pm-6pm 

Watch the cut-scene. When 
allowed, choose Mosely, then 
Madeline, then Buchelli. Then 
choose the shovel option. Go up to 
the room and exhaust topics with 
Grace. Drive to Lady Howard's spot 
and snag prints off of the water 
bottle in the back of her moped. 
Go back to the hotel and scan her 
print for Grace to analyze later and 
link it to Estelle’s file. Now go to 
Villa Buthania (big pretty house by 
fountain) and exhaust topics with 
Prince James. Drive to C. de Serres 
and climb the fence. This will start 
an automatic exchange and a 
spooky movie. Once you regain 
control, enter the garage, turn on 
the light and look at the bats in the 
rafters. This will give you another 
movie and end the sequence. 


6épm-9pm 

Check your email to find out about 
Montreaux’s symbols, then ana- 
lyze the LSR print to find it was 
supposedly Estelle who left the LSR 
packet for you. You can go con- 
front Estelle in the lobby about 
leaving it, then go to the ceme- 
tery, watch cut-scene, and speak 
with Emilio. Follow Emilio to his 
room and watch cut-scene to find 
out the truth about a lot of things. 
9pm-The Blood 

Watch the cut scene and end up 
at the chessboard—a tip here: 


Much like “Indiana Jones”, it takes a leap of faith. 


at 


The stalwart gang of do-gooders. 


= ee 


save a /ot. The goal here is to clear 
the swords. You must move like a 
knight at all times to avoid dying. 
| would suggest that you draw a 
chessboard (8x8 grid) and label 
the top squares 1-8 and the side 
square A-H. The following list of 
moves (while not the only solu- 
tion) will get you through this 
puzzle easily: H4-G6-F4-H5-G3- 
Hi F2-03-E)-C2-E3-D1-82-A4-B6- 
A8-C7-E8-F6-G8-H6-F7-D8-B7- 
C5-B3-A5. OK, save your game 
and move the camera out into the 
pendulum room. When the tile 
with the gold square passes, leap 
onto the green tile immediately 
following. As you get close to the 
pendulum, use the grab cursor on 
it to start swinging over the col- 
umn in the middle of the room. 


Your goal now is to jump from the 
pendulum to the post. You can’t 
fall straight onto it, so take the 
momentum into consideration 
before you jump. Once on the col- 
umn, place the gold eternity sym- 
bol, the fruit, and the egg onto 
the scale to get to the next room. 
In the next room, take the 
leather glove and remove the stone 
from the middle of the burning 
fire. Place the stone in the demon 
statue's hand. Now jump onto the 
platforms under the two mirrors. 
Remember which one looked nasty 
and turn the switch in to point 
towards it, then find the stand with 
the three buttons. Press the Yin- 
Yang button and go into the next 
room. In the next room, stand 
between the two posts at the invis- 


ible “bridge”. The next puzzle is all 
timing, jump on the closest square 
when it appears. Once across, 
Mosely and Mesmi will handle the 
minor vampires while you head in 
to deal with Montreaux. When you 
regain control, back away from the 
demon a bit, then click on the sar- 
cophagus off to your left and climb 
it. Use the medallion on the demon 
and when his neck is exposed, 
slash his bloody throat. 
Congratulations! You made it 
through the game. Enjoy your 
gaming, and remember there are 
quite a few additional things to 
do in order to acquire all of the 
points. Do everything you can 
think of and save often—especial- 
ly in the last time block. 
—Joshua Bentley 


A scene seemingly inspired by Edgar-Allen Poe, you must time your jump just 
right in order to land on the column. 
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Say what? Non-Cyrillic reading players might want to switch to English, 


the learning curve in Flanker 2.0 is steep enough already. 


Flanker 2.0 


A guide to gaining air superiority 
SSI'S LATEST FLIGHT SIMULATION TITLE IS AN AMAZ- 
ingly detailed recreation of the Su-27 Flanker. 


Flanker 2.0 maintains all the hallmarks of its remark- 


able predecessor, and adds to the mix a graphical 
makeover that rivals the visuals found in commercial 
military flight simulators. But don’t let Flanker 2.0’s 
pretty face fool you—under that flashy exterior lies a 


complex simulation where your continued survival 
is quite often an extremely daunting task. 


All of the weapon systems in 
Flanker 2.0 operate in a realistic 
manner. From the aircraft flight 
modeling to each missile’s 
engagement envelope, this simu- 
lation has skillfully brought to 
your PC the modern aerial combat 
arena. As a result of SSI’s meticu- 
lous recreation, strategies based 
on actual combat tactics will yield 
successful results against Flanker 
2.0's enemy forces. Just as in real 
military flying, the key to surviv- 
ing in Flanker 2.0 is knowing your 
equipment. Not just how to turn it 
on, but how to really use it effec- 
tively in a combat situation 
against the bad guys. This article 
will focus on air-to-air combat 
techniques, because establishing 
local air superiority is the first step 
in winning the war in Flanker 2. 0. 
Local air superiority is gained and 
maintained by performing two 
steps; early threat detection and 
reduced time to kill. Simply, the 


first step is finding the enemy. The 
second step is then dispatching 
those enemy planes quickly. 


Know your Flanker 

Before discussing strategies, lets 
review some pertinent information 
about our Su-27 (or Su-33) and 
how it compares to the competi- 
tion. The fundamental design phi- 
losophy used in the developing 
the Flanker (and most of the “for- 
mer” USSR aircraft designs) 
stressed airframe and powerplant 
performance, while maintaining a 
minimalist approach to the air- 
craft’s avionics suite. Simply stat- 
ed, the Su-27 is a fast, maneuver- 
able and very “manually” operat- 
ed radar fighter. Because of this, 
you will find that a programmable 
joystick and throttle are invalu- 
able when playing Flanker 2.0. 
Hunting and pecking the key- 
board during a high-speed inter- 
cept usually requires an inordi- 
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Flying your Flanker to its performance limits will produce vapor trails 


over the wings and fuselage. 


Watch out for that gopher hole! Be careful not to fly into the ground 


before the bandit does. 


nate amount of dexterity. 
Although not a model solution 
for HMI (Human Machine 
Interface) technology, the Su-27 
possesses several notable advan- 
tages over its western counter- 
parts. These are characteristics 
that you must know and exploit in 
order to consistently send the 
opposition down in flames. 
Compared to the other 
advanced fighters in the game, the 
Flanker is the superior performer 
(if only by a slight margin in some 
cases) in thrust-to-weight, maxi- 
mum turn rate, and low 
speed/high angle-of-attack 
maneuverability. This provides Su- 
27 pilots with an inherent advan- 
tage. Before you start running 
head first into the threat, keep in 
mind this old fighter pilot saying, 
“a hamburger in any bun is still a 
hamburger.” This wise adage 
translates into the following bit of 
advice—no matter who has the 


superior-performing aircraft, win- 
ning a fight will always be a func- 
tion of pilot skill. 

The onboard targeting suite of 
the Su-27 includes a Helmet 
Mounted Sight (HMS) system. The 
HMS allows Flanker pilots to lock 
on and shoot missiles off aircraft 
boresight, without a radar lock. 
The advantages of this become 
evident when it comes to perform- 
ing our second objective: reducing 
time to kill. Using the HMS, missile 
lock can be accomplished quicker 
and without having to maneuver 
until the intended target is in the 
HUD field of view. Any time the 
enemy is within visual range 
(inside 10 km), have the HMS 
called up and operating. 

The last advantage worthy of 
mention is the Su-27’s Airborne 
Warning And Control System 
(AWACS) capability. Historically, 
former Soviet Union Frontal 
Aviation has always been very 


~*~ 


Learn to use just raw radar hits, because anytime you use TWS or ATTACK 
mode the enemy will be alerted to your presence. 


reliant on Ground Controlled 
Intercept (GCI), and your aircraft is 
no exception. AWACS, the modern 
version of GCI, beams the entire air 
picture (both friendly and enemy 
unit) into your aircraft and dis- 
plays it on your radar scope. When 
available, it is the preferred 
method of detection. 

Unfortunately, nothing is per- 
fect and yes, your Flanker has its 
fair share of shortcomings. Some 
of the bad news is a result of 
meticulous modeling on the part 
of the developers: these issues are 
the same issues that real Flanker 
pilots must face. The rest of the 
problems arise as a result of the 
way the developers implemented 
certain simulation features. Either 
way, they are shortcomings that 
you as a Flanker 2.0 pilot must 
deal with. 

Flanker 2.0’s padlock system 
appears to be designed to accen- 
tuate the high fidelity found in 
many other aspects of the game. 
The end result is that the padlock 
view system is not automatic and 
relies on the pilot to look around 
with the view keys to find the 
intended target. After the target is 
found, you must press another 
button to engage the padlock. 
And no matter how good your 
eyes are (in the game), it simply 
will not function inside of 10 Km. 

Like all high-tech machines, 
your Su-27 is prone to break down 
every once in a while. You will also 
find that these “random” failures 
tend to affect the system you rely 
on the most. Therefore, don’t get 
too attached to that radar you are 
using right now to target enemy 
aircraft, because in the next clock 
cycle of the computer it could be 
gone. Be familiar with the opera- 
tion of all your onboard weapon 
systems so that when the 
inevitable happens you can flex 
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comfortably to an alternate system 
and continue the intercept. 

Our description of the Flanker 
touched on the idea of a “manual- 
ly” operated aircraft. For Flanker 
2.0 pilots this means several key 
presses are usually required to 
attain the desired results. 
Switching from one search mode to 
another is not a single key press. 


An intercept performed with AWACS and the IRST can bring results like this. 


This poor Falcon won’t know what hit him. 


will disappear (with the exception 
of AWACS datalink information). To 
keep this from happening to you, 
refrain from switching search 
modes unless absolutely necessary. 
The only reasons you should 
change modes should be; either 
the tactical situation dictates it 
(like dropping radar lock in order 
to pursue the contact with your 


Your Flanker has many worthy 
opponents chomping at the bit to 
send you walking back home. 


When you enter the new mode you 
may to activate the new sensor in 
order to use it, which is another 
keystroke. Extra keystrokes aside, 
the real cost is the momentary loss 
of any situational awareness (SA) 
you just built up. When you switch 
search modes all of the airborne 
contact information displayed on 
your Multi-Function Display (MFD) 


The Padlock view simplifies tracking targets, but unlike some sims, it doesn’t 
give you a magic ability to spot them. 


IRST) or the system currently in use 
malfunctions. 

Unfortunately, the Su-27 does- 
n't have a “hot” gun. More suc- 
cinctly, you can’t operate your 
gun in conjunction with any other 
weapons. The Flanker is a one- 
weapon-at-a-time type of affair. 
And when you “draw” your gun, 
you will also loose some poten- 


tially critical flight-related sym- 
bology on the Heads Up Display 
(HUD). The cannon should only be 
activated when the enemy is 
located in your forward wind- 
screen and there’s a real chance 
to shoot at them. 

Finally, a look at the Cyrillic and 
metric units that former Soviet 
Union designed aircraft use. 
Players who want to reduce the 
already steep learning curve will 
select the “English” instrumenta- 
tion option. There aren’t any 
options available to switch air- 
speed and distance units to nauti- 
cal miles, and altimeter readings 
to feet, thus players need to do 
their own conversions. For a rough 
airspeed estimate in knots (nauti- 
cal miles per hour) take the air- 
speed reading and divide by 2. 
Here's an example; the HUD air- 
speed readout displays 700 kph so 
we estimate our airspeed (in 
knots) to be 350. In reality our air- 
speed is around 378. The other 
important performance value we 
use when flying is the altitude 
readout. Another quick approxi- 
mation formula is used for alti- 
tude, multiply the HUD readout by 
three. An example would be; the 
HUD altitude reads 900 meters. 
Apply our quick conversion and 
our estimated altitude is around 
2,700 feet. The actual distance is 
2,953 feet. Both formulas provide 
only a rough estimate, but they 
are quick and simple. 


The enemy’s mindset 
Your Flanker has many worthy 
opponents chomping at the bit to 
send you walking back home. 
Here is some intelligence about 
the enemy that will come in 
handy as you fight your way 
through what may seem to be an 
impenetrable presence. 

The oppositions fighting ability 
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Reducing time to kill, that’s what the Helmet Mounted Sight (HMS) is all about. 


is quite commendable, and even 
on modest Al settings you will 
probably find yourself quickly 
humbled by their superlative com- 
bat skills. The air-to-air pilots are 
schooled in Basic Fighter Maneuver 
(BFM) theory, and they have prac- 
ticed what has been preached. All 
of their pilots are quite capable 
with a radar and will waste no 
time in finding you and locking 
you up. They also tend to fire their 
missiles at maximum range in 
order to utilize the advantage 
gained by early detection. This 
puts you immediately on the 
defensive. Once you are within the 
visual range of an enemy fighter 
(and have not approached by use 
of a “blind spot”) expect a gruel- 
ing dogfight to the death—yours 
or theirs. And unlike you, the Al 
pilots don’t lose sight. 

The enemy is not invincible, 
and some of the characteristics 
that make them tough opponents 
can actually work against them. 
They always tend to shoot their 
radar missiles at maximum range, 
and appear to only fire their gun 
when an 80% chance or greater 
exists for a hit. While maneuver- 
ing, the enemy will not make 
many BFM errors. They rely on you 
to do that for them—so don't 
(more about how to actually do 
this in the 1v1 section). But sadly, 
the Al pilots tend to forget about 
the ground’s extremely high prob- 
ability of kill (which is 100%—you 
hit the ground and you're killed) 
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and will regularly fly into the dirt 
when the fight gets low. If you 
elect to try this little trick just be 
careful you're not next in line, 
after the Al pilot, to try for the 
world’s lowest altitude record. 
Always remember this about the 
world’s lowest altitude record—it 
has been tied many times but has 
never been broken. 


Two Versus Many 
The enemy in Flanker 2.0 doesn t 
always play fair, and may try to 
overwhelm you with sheer num- 
bers. Instead of flying blindly 
into the unknown, let’s find out 


The Flanker’s ability to pull high 
angles of attack can give you the 
advantage in close-in combat. 


where all these bad guys are, and 
take a first step toward gaining 
local air superiority. 

AWACS is the first choice for 
enemy target detection, assum- 
ing there is one available during 
the mission. The remote sensors 


aboard the AWACS provide a 
detailed picture of the current 
air situation and beam it directly 
into your cockpit. It is prudent 
to always check the AWACS 
screen prior to activating any 
onboard sensors. 


is very useful for detecting enemy 
planes. 


The next best sensor is your 
radar. The radar does have some 
risk associated with its use. The 
benefits of radar are: it can 
rapidly build an accurate picture 
on your scope. It is your only 
onboard sensor that can effec- 
tively see beyond 50 km. 
Additionally, only the radar can 
be used for maximum range mis- 
sile shots (either active or semi- 
active versions). The risk of using 
the radar is that whenever you 
use the radar the enemy will be 
alerted to your presence. To help 
maintain a “stealthy” approach, 
do not engage TWS or attack 
mode of the radar until you are 


The information from AWACS aircraft 


ready to shoot a missile. 

Another onboard sensor avail- 
able for your use is the Infra Red 
Search and Track set (IRST). Its rel- 
atively slow scan rate and shorter- 
range hamper its usefulness. It is 
slow at detecting targets but it is 
good at tracking them without the 
target knowing it’s being moni- 
tored. In actual operation the IRST 
will typically detect fighter size 
targets (head on) at about 20-30 
km. If a fighter-sized target is 
heading the other direction (tail 
on aspect) this range can extend 
to 25-40 km. If using the IRST 
alone, plan on its slower scanning 
rate and allow an extra 10 to 20 
km range between you and the 
threat. This extra room will give 
the IRST enough time to build a 
picture before you are committed 
to engaging. 

Combining this information, we 
can create a generic intercept 
timeline that should work for any 
air-to-air engagement. The 
sequence of events in our timeline 
won't ever change, just the point 
at which you enter into it. The 
timeline will commence whenever 
the first step—finding the enemy 
has occurred. 

Now the detection phase— 
before going any further, use the 
view keys and padlock key to scan 
the area directly around your air- 
craft. Make sure it is clear of 
enemy aircraft. And because the 
Flanker has a blind spot directly 
behind and below, turn your air- 
craft 45 degrees off of the current 
heading and perform one more 
check to cover that section of air- 
space aft and low of your jet that’s 
was previously hidden from your 
view. After the immediate area has 
been cleared, determine the num- 
ber and disposition of the enemy 
forces beyond the visual range 
using an appropriate sensor (in 
order from best to worst; AWACS, 
radar, then IRST). 

On to the intercept phase. 
Decide if any of the bandit groups 
you found during the detection 
phase are an immediate threat to 
your aircraft—if they are, react to 
them immediately. Then analyze 
the remaining bandit groups and 
determine and target the “factor” 
group. “Factor” group refers to the 
highest priority group of bandit 
aircraft based on a combination of 
range, threat capability and your 
mission requirements. After deter- 
mining which group is the “factor” 
group decide if a stealthy 
approach can be conducted or not. 
If the factor group is heading in 
your direction then use your radar. 
If you can fly to an abeam (from 


the side) or rear quarter entry then 
use a stealthy approach with your 
IRST. Anytime the bandit aircraft 
turn sharply in your direction and 
start heading toward you, assume 
they are wise to your approach and 
switch back to your radar. 

Now, the shot phase. To maxi- 
mize the range and increase the 
probability of kill of your missile, 
you need to be as high and as fast 
as practical when you pull the 
trigger. It also helps to point your 
aircraft at the intended target so 
that the missile has less work to do 
when it comes off the rails. If the 
intended target is “hot nosing” 
you (keeping its nose pointed at 
you) a missile shot when the 
“launch authorized” cue sounds 
will have a high chance of hitting 
its mark. But if the target appears 
to be maneuvering, hold the shot 
a little longer—until the range cue 
slides down to about 80% of its 
overall length. The 80% maximum 
range shot significantly increases 
the missile’s endgame maneuver- 
ability because the missile will 
have more energy (speed) when it 
finally reaches the target. 

After firing, you're in the deci- 
sion phase. You have just 
launched a missile, now what? 
Think of this phase as a high- 
speed game of “chicken” where 
whoever flinches first loses. 
Chances are the enemy has or will 
(very soon) fire a missile back at 
you. This is the decision phase 
because if you feel you won’t win 
this engagement—now is the time 
to turn and run. It’s best to leave a 
bad situation than stay and get 
shot down. You can always sepa- 
rate then turn back in and try it 
again. If you feel that you have the 
drop on the enemy and want to 
support your missile until impact 
you can decide to stay. If we stay 
we must worry about evading 
their missile by performing some 
post launch defensive maneuvers. 
Immediately after launch, bring 
your throttle to idle and turn your 
aircraft to place the enemy contact 
on either side of your radar 
scope—be careful not to turn so far 
as to loose your radar lock. 
Simultaneously begin a rapid 
descent, but not more than 45 
degrees nose down. 

Why are we doing all this? Take 
a note from your own aircraft. 
While in the descent look at your 
missile range cue and you will see 
that it is shrinking. If these 
maneuvers are done properly, you 
may even lose the “launch autho- 
rized” cue. The descent is a good 
time (especially if you know they 
shot at you) to make your 


Make the bandit’s missile work harder than yours by slowing down, getting 


low and using chaff. 


Electronic Counter Measures (ECM) 
or jamming pod is turned on; 
expending chaff can be a good 
idea also. As long as the bandit 
aircraft keeps heading toward 
you, your previously shot missile is 
still within a valid engagement 
envelope. It should still guide all 
the way until impact! When your 
missile goes active (if it was an R- 
77 or R-27 with an active seeker) 
or impacts the target, resume your 
mission. If there are other bandits 
out there who may have fired at 
yOu or you are unsure, turn and 
run away at full power for maxi- 
mum speed. 


One Versus One 

The classic single-plane-versus- 
single-plane dogfight is another 
aspect of Flanker 2.0 that pilots 
will have to master. Whether the 
fight occurred as the result of a 
blown intercept or an intentional 
mission setup, your actions should 
be the same. Once you're 
engaged, it’s a fight to the finish. 
As previously stated, the Al pilots 
in Flanker 2.0 are quite adept at 
BFM and will not make many 
errors. Defeating them requires 
that you make no mistakes. 

If you have missiles and see the 
enemy, take a pre-merge missile 
shot. The HMS system is your pri- 
mary tool for getting a missile to 
lock on pre-merge. Note that the 
enemy will be attempting to do 
the same thing to you. Unlike in 
BVR engagements, both of you are 
well within each other’s missile 
envelope and the IR seekers typi- 
cally used need only an initial tar- 
get lock on before firing in order 
to guide. Try to reduce your for- 
ward quarter heat signature by 
ensuring that the engines are out 
of afterburner. Also be prepared to 
use flares if they decide to shoot. 
Fly directly toward the bandit to 


close the gap between you as soon 
as possible. If you haven’t already 
done it, padlock the bandit 
now—you cannot fight what you 
cannot see. 

The forward quarter gun shot is 
the most dynamic type of shot you 
can take. A lucky shot can dra- 
matically reduce time to kill, but 
the risk of a midair collision is 
enormous. The best course of 
action is to avoid the pre-merge 
cannon shot. Just prior to crossing, 
jink (a small rapid turn away and 
then a rapid turn back) away from 
the enemies nose in order to 
remain clear of their cannon. 

As both aircraft approach the 
merge, check your airspeed. It 
should be around 1,000 kph. If 
you are faster you may want to 
reduce power until you start your 
turn. If your airspeed is slower, 
monitor it closely during the initial 
turn to ensure you don’t bleed off 
too much. While the enemy is still 
in your forward windscreen, begin 
a maximum ‘g” turn toward them. 
This is a little fighter pilot trick we 
call “early turning.” The early turn 
yields a couple more degrees of 
turn advantage over the bandit. A 
skilled opponent will turn back 
into you, nullifying the advan- 
tage, but most Al pilots in Flanker 
2.0 will surrender them to you 
without a fuss. 

Begin the fight by turning hard 
across the horizon. Do not let your 
airspeed fall to less than 675 kph. 
Although our target speed is 720 
kph, in order to get a little more 
“bite” on the competition a small 
deviation is acceptable. Continue 
to watch the enemy as you settle 
into your maximum rate turn. Keep 
applying aft stick pressure until 
you reach target airspeed. While 
still applying pressure use the hori- 
zon to help control your speed. If 
you find your getting too fast, 
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raise the nose some. If you end up 
getting too slow, reduce back stick 
pressure and allow the nose to dip 
below the horizon slightly. 

Once airspeed is back to nor- 
mal, reset your turn to maintain 
target airspeed. If you are per- 
forming the turn correctly your 
airspeed will be between 700 and 
730 kph, your nose will be 
between 2-5 degrees nose down, 
the g force “graying out” effect 
will be getting very pronounced 
(assuming you have it turned on) 
and you will slowly be gaining 
angles across the circle on your 
adversary. The fight will continue 
down to the ground, and if you 
have been diligent about flying 
your numbers, the enemy will be 
lower than you. When this hap- 
pens, the bandit will be forced to 
either reduce their turn perfor- 
mance or fly into the dirt. If he 
flies into the ground—congratula- 
tions! If he decides to reduce his 
turn performance, the bandit will 
start rapidly moving across the 
canopy toward the HUD. When this 
happens select your gun, position 
yourself and shoot! —Dave Putze 


Reducing time to kill, that’s what the 
Helmet Mounted Sight (HMS) is all 
about. 


Hey Mr. Hornet, smile! I’m gonna take 
your picture with my 30mm! 


The pilot’s view during a Flanker’s 
maximum-rate turn. 
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Tomb Raider: The Last R 


Ankgor Wat: The young Lara Croft Chronicles. 


¥* 


DON'T FEEL BAD IF YOU SPEND A FRENCH WORKWEEK 
just getting through one level of Tomb Raider: The 
Last Revelation. It’s a seriously difficult game. So 
don’t feel bad turning to the tips to figure out what 


you are supposed to do next. The game presents 


two distinct challenges. To make progress in the 
game you have to collect artifacts, pull levers and 


switches, and complete puzzles. 


Unfortunately 


there is generally no guidance as to what artifacts 


you should be seeking. This is even more confusing 


because game levels are 
units—you may have to go 
to collect an artifact and 
you complete a level. 


The other challenge involves mas- 
tering your environment. To find 
your way you'll have to locate 
crawlspaces completely obscured 
by shadow, climb up ladders that | 
don’t look like ladders, monkey- 
swing along roof-sections you can 
barely see, shimmy along ledges 
looking for a place to climb up or 
drop down, and make some chal-_ | 
lenging forwards and sideways 
jumps. This article will give you 
guidance as to what you are try- 
ing to accomplish and in what 
order. The finer points of getting 
from point A to point B, who or 
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often not stand-alone 
ahead one or two levels 
then come back before 


what you'll have to kill on the 
way, and where you find nooks, 
secret areas, and containers filled 
with critical ammunition and 
health packs are left to you to 
work out. Be patient and keep an 
open mind. 


The Tomb of Seth & 

Burial Chambers 

After Angkor Wat and Race for the 
lris (the only tip you need there is 
to follow Werner and his instruc- 
tions) the game begins in earnest 
with the Tomb of Seth. Once you 
have come to the first room with a 


Ankgor Wat: Following Werner. 


closed portal, check the holes in 
the walls for a lever to fill the 
adjoining room with sand. Then 
go to that room down the hall to 
the northeast. Collect the Eye 
Piece sitting on the pedestal and 
go back and follow your guide 
through the portal. After he dis- 
arms the trap collect the other Eye 
Piece to create the Eye of Horus, 
and then go back into the previ- 
ous room and place the eye into 
the appropriate space on the wall. 
Follow the guide yet again, but 
when he reaches the gate, go back 
to the path he didn’t take in the 
tunnel and make your way to the 
rope and pull it. Once the guide 
lights the fire, you'll have to jump 
across the lighted symbols on the 
floor to ignite all the torches at the 
end of the room. Walk to the first, 
then jump to the one on the west, 
then the northwest, then south, 


velation 


then northwest, and then collect 
the Timeless Sands. Go forward 
and toward the left to find your 
guide and the tunnel down. 
Proceed to where you can place 
the Timeless Sands in the hands of 
the statue. Then return to the main 
cavern, now emptied of sand, and 
climb into the mouth of the 
Sphinx-head and on to Burial 
Chambers. Flip the lever and pass 
through the gate, being sure to 
pick up the Hand of Orion at the 
bottom of the slope before the 
spikes emerge. Pass through the 
spike traps and place the Hand of 
Orion into the receptacle in the 
wall and pass through the room 
with the spinning-blade wheel. 
Proceed to the casket and collect 
the Amulet of Horus. 

Follow the stream of blood to 
the room with two mummies and 
push the statue onto the red 


! The Tomb of Seth: Looking back on the first jump puzzle. 


square to the left, opening a door 
behind the right mummy. From 
the large cavern, start by going up 
towards the left, across the hang- 
ing bridge, and on to a long, 
cylindrical room. Jump to make 
your way to a space on the upper- 
east side of the room and pull a 
lever. Go down through the gate 
you just opened, climb up, and 
pull the lever to rotate the main 
room. Collect the Hand of Sirius 
from the hole in the main room. 
Back in the main room, make 
your way to the recess on the 
upper west side and go down the 
ladder and pull the chain. Climb 
back to the main chamber, place 
the Hand of Sirius in the receptacle 
and use the rope that drops to 
swing over to the Scarab Talisman. 
Back in the main cavern, go up 
near the bridge but climb the 
golden ladder instead and collect 
the Golden Serpent. Climb through 
the hole in the wall and run 
through the room filling with sand 
and back to the main cavern. Enter 
the path between the pillars at the 
bottom of the cavern, arrive at a 
room where you can put the 
Scarab Talisman and the Golden 
Serpent in the wall, and once the 
room has filled with sand, climb 
out and on to Valley of the Kings. 


Valley of the Kings & KV5 
These two short levels are an 
excellent opportunity to collect 
ammunition and medical supplies 
strewn in niches along the course. 
One of the guards you’ll encounter 
at the beginning will drop keys to 
the jeep. Follow the other jeep 
through Valley of the Kings and on 
to KV5. When you get to the gate 
blocking your path, climb up the 
scaffolding and use the rope to 
swing across and pull the lever on 
the north wall. Then closely follow 


Valley of the Kings: Follow that Jeep! 
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the other jeep to find the way out 
of the dunes. 


Temple of Karnak, 

Great Hypostyle Hall, 

& Sacred Lake 

From the central area of the 
Temple, go in to the western hall, 
and just before you get to the pool 
all the way at the end, climb up 
the ledges to your right into a 
room where you can pull two 
levers through holes in the wall, 
one of which will open a gate 
allowing you to get the first 
Canopic Jar. Return to the central 
area and go over the north wall 
and make your way to the main 
chamber there. Monkey-swing 
across the room to press the 
switch, then monkey-swing back 
and go through the door you just 
opened to pull the lever in the hole 
and lower the bowl. Drop down 
and place the Canopic Jar in the 
niche behind one of the hom play- 
ers. Climb back out of the room 
through the crawl space to the east 
and make your way back to the 
central area in the Temple. 

Go into the western hall, 
through the door you opened 
when you placed the jar, and on to 
Great Hypostyle Hall. Find a crawl- 
space to the north, proceed to the 
ravine and continue on to Sacred 
Lake. Circle around the lake, cross- 
ing it at one point, until you enter 
a room to the north where you can 
drop through a hole onto a ledge 
with a pole. Climb and back flip to 
another pole and then to a ledge 
where you can proceed to a chain 
that will open a gate to the center 
of the lake. Go back to the lake 
and pull the switch under the 
ledge at the east side of the center 
of the lake. Swim through the 
newly-opened trapdoor and open 
the door below. Swim to a room 


Temple of Karnak: Place the Canopic Jars behind these horn players. 
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Sacred Lake: Crocodile Croft. 


with a mirror—the mirror will show 
you where you can climb out of 
the water—and proceed to the sec- 
ond Canopic Jar. Swim back to the 
central lake, through the other 
underwater tunnel, and back to 
Temple of Karnak. 

Return to the room where you 
placed the first Canopic Jar and 
place the second in the niche on 
the opposite side. Walk south 
across the water into the corridor 
behind the statue and on to the 
lake with two obelisks. Swim to the 
room below the obelisks, press the 
button to lower the gate, and 
swim back up and grab the Sun 
Goddess and Hypostyle Key. 

Return to Great Hypostyle Hall, 


following the directions above, 
jump the ravine again, and this 
time go through a crawlspace on 
the western wall. Use the 
Hypostyle Key to open a door into 
a series of three chambers. You 
need to monkey-swing to the 
western end of the southern 
chamber and pull a lever so that 
you can then monkey-swing to 
the western end of the middle 
chamber. Climb up to the top 
level and shoot a boulder off the 
top of a pillar to break a hole in 
the floor. Pass the room contain- 
ing an obelisk with a blue pyra- 
mid on the top and climb up to 
the rooms with the three large 
bowl-shaped switches. 
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Tomb of Semerkhet: The Senet board. 


Turn each to face the center 
room—south, east, and north 
respectively—and return to the 
room with the obelisk and pull the 
chain. Get the Sun Disk and com- 
bine it with the Sun Goddess. Go 
through the hole in the floor here 
and return to Sacred Lake. Go 
between the obelisks and use the 
Sun Talisman. Then head through 
the western door and monkey- 
swing all the way across the room 
to the crawlspace on the opposite 
wall. Go back up to the roof and 
jump across to a room on the 
west. From here drop down and 
proceed outside. 


Tomb of Semerkhet 
Monkey-swing through the first 
main room you come to and on to 
another with a pole you can slide 
down. Slide to the bottom and 
pull the levers in the holes on three 
sides of the room. Then climb back 
to the middle level and go through 
the newly opened door. Go 
through the red doors and proceed 
to the area of the Senet game. Go 
up the ladder on the wall in the 
corridor to the east of the game to 
a large room with three fire traps 
across the way. 

Pull the lever in each fire trap, 
which will open a door to the right 
where you can pull levers on six 
more fire traps to raise a pillar. 
Monkey-swing around from the 
six traps to the main room and 


Tomb of Semerkhet: The torch 
should help ward off the Morgue 
Beetles. 


climb the pillar on the west and 
jump to a room where you can 
disarm one more fire-trap lever. 
Now drop and go down the slope 
and collect the Rules to Senet. 


Return to the Senet board and 
climb up the ladder in the hall to 
the west of the game. Once you've 
won the Senet game—be sure to 
win—jump across the pillars 
you ve raised, make your way to 
the ankh door and beyond and fall 
through the hole on the east side 
of the area at the bottom of the 
Stairs. Climb up the pole at the 
end of the beetle-infested hall. Go 
past the room with the three mir- 
rors, and find another pole you 
can climb up to a room where you 
have to push three Senet pieces 
onto a same-colored tile under a 
beam of light. Return to the three- 
mirror room and go through the 
hole in the floor and on to 
Guardian of Semerkhet. 


Guardian of Semerkhet 

& Desert Railroad 

From the map room, climb up the 
hole in the western wall and into 
the crawlspace on the right. In the 
next room, use the wall to raise the 
door on the other side, sprint and 
jump around the ledges—do a div- 
ing roll if you have to—and get 
through the door before it drops 
again. Collect the Golden Vraeus, 
return to the map room, and place 
it in the wall. Collect the Guardian 
Key and place it in the wall, and 
then go through the newly-liber- 
ated floor tile. 

Go to the end of the hall and 
push the lever to release the bull. 
Get him to break through the door 
at the other end of the hall. Then 
get him to break the three ‘eye’ 
tiles and proceed through the left 
opening and around to the ladder 
and out of the level. Once you are 
on Desert Railroad, you need to 
make your way back to the last 
boxcar to get a crowbar to operate 
the switch in the car where you 
begin. You'll have to shimmy 
around the bottom of one car, and 


when you get to the last, you'll 
have to shimmy around the top to 
the left side and in to find the 
crowbar in a box. Return to the 
starting car and open the door 
and head towards the engine. 


Alexandria, Coastal Ruins, 
and Catacombs 

After you've crossed the square 
and talked to Jean-Yves, be sure 
to pick up the Laser-Sight. Then go 
down the south alleyway off the 
plaza to get to Coastal Ruins. This 
level begins in a plaza with two 
choices, a room with a pool and 
the Egyptian Adventure. In 
Egyptian Adventure, go to the 
boarded up room and use the mir- 
ror on the far side to help you get 
across and get the crossbow. Then 
go to the shooting gallery to the 
west of the pyramid and shoot out 
all the targets using the Laser- 


Once outside, find the building 
with the two-skeleton cutscene. Go 
to the top of the building, enter 
the top of the Catacombs level, 
and press the face and watch the 
cutscene. Now, go back to the 
building in Coastal Ruins with the 
two skeletons, go down and, using 
the torch on the ground, ignite the 
rope holding the boulder and 
climb through the gap that was 
behind it. Go to the middle 
Catacombs level and pull the pillar 
onto the panel raised in the last 
cutscene. 

Now return to the top 
Catacombs level and push the pil- 
lar in the room with the face down 
the hall and all the way against 
the southern wall. To dispel the 
spirit that is attacking you, run 
through the door revealed on the 
west until you get to the cross. 
You will soon have to swing across 


Guardian of Semerkhet: Pull the wheel until the gate on the other side 


is raised. 


Guardian of Semerkhet: The Guardian Key Revealed. 


Sight and crossbow. Get the coin 
and return to the room with the 
snake-charmer machine. Climb the 
rope that you charm forth, and 
combine the broken broom handle 
with a loose hook you can pry 
from the wall. Use this pole and 
hook to get the keys from across 
the hall. Then go to the pool and 
cross it to get outside. 


| 
I 
| 
I 
| 
| 
| 
| 
| 
| 
' 
| 
| 


two ropes to cross a cavernous 
main hall. When you drop down to 
a set of stairs at the west end, go 
down (up will take you to Temple 
of Poseidon) to collect the 4 tri- 
dents. First, go through the hole in 
the wall on the southern side. You 
will reach a large room requiring 
jumping, the pulling of two 
switches, monkey-swinging, ledge 


Alexandria: Cross the plaza to see Jean-Yves. 


Coastal Ruins: The snake-charmer machine. 
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Coastal Ruins: Outside. 


Catacombs: You'll use every form of conveyance to cross this room. 


shimmying, and the dispelling of 
another spirit by leading it to a 
cross. Once you have accom- 
plished all this and gotten through 
the room, you will get to another 
with a trident and some more 
nasty skeletons. 

Back in the main hall, go 
through a hole in the wall atop a 
ladder on the north side of the 
room, and from there you will 
find your way to the next two tri- 
dents and the way back to 
Coastal Ruin. Return to the top of 
Catacombs and from there go to 
the main hall and on to Temple 
of Poseidon. 


Temple of Poseidon, 

the Lost Library & 

Halls of Demetrius 

In Temple of Poseidon, you have 
to place the four tridents you 
found on top of four statues of 
Poseidon. In this level there are 


four large faces with tongues 
sticking out. Near each face is the 
entrance to an area where you 
will find a Poseidon statue. As 
you place each trident, water will 
flow from the nearby face. Once 
you ve placed all four tridents, 
you can swim down into the cen- 
ter area where all the streams 
meet and will eventually reach a 
room with two vases. Shoot them 
to reveal crosses that will destroy 
the spirits that are attacking you. 
In this room you can push the 
face on one wall to reveal a path 
back to Coastal Ruins on the 
opposite wall. Before you do that, 
however, go on to the next room, 
collect the Left Gauntlet of the 
armor you are seeking, and then 
go on to Lost Library. 

In Lost Library, you need to 
collect three Golden Stars, the first 
of which is pretty easy to find. 
When looking for the second and 
third, you'll run into a Golden 
Horseman. Remember you can 


The Lost Library: Get the horseman’s gem. 


make tighter turns than he can so 
keep running around him. Collect 
the Horseman's gem when you kill 
him and go back to the room 
where you fought two of the gold- 
en axe-men and use it to opena 
grate. Go to one of the rooms with 
a large spinning gear, open the 
floor panel, and swim to collect 
the last two stars. 

Use the three stars to open 
grates in a celestial chamber with 
a blue star map on the ceiling. 

The stars will give you access to all 
of the planet models, which you 
then arrange in the orbits in the 
center of the room, in the order 
blue, gray, green, orange, and 
yellow. When you get to the room 
with the serpent pillars, you need 
to get them all lit. If you flip the 
switches consecutively going 
counterclockwise, you'll eventually 
do it. Put out the fire-spirits by 
jumping into the water before they 


manage to ignite you. When you 
arrive at the balcony with the three 
doors at the far end, start with the 
left one—go and collect the Pharos 
Pillar. Then go back and try the 
right door. 

After you've avoided the giant 
boulder and killed the golden 
axe-man, look for a lever that will 
help you get to the top of the lion 
on the east side—you need to 
leave the room via his mouth. Use 
the torch to destroy boards over a 
room that contains the Music 
Scroll. Then work your way back 
up to the second floor and find a 
room with a harp. After you play 
the harp you can open the big 
blue doors in the main hall and 
enter Halls of Demetrius. Get the 
Pharos Knot from the top of the 
stairs on the right side. After you 
kill Von Croy’s minions, return to 
the top of the northern staircase 
and push the lantern along the 
scratch-marks to open the door 
back to Coastal Ruins. 
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Pharos, Temple of Isis: Watch out for the hammerhead! 


Pharos: Temple of Isis & 
Cleopatra’s Palace 

You can find the entrance to this 
level by swimming into an under- 
water cave on Coastal Ruins. You'll 
find a pyramid with switches acti- 
vated by the Pharos Knot and 
Pillar to open a door at the bottom 
of the pyramid. From the main 
hall, where you have to kill the 
golden bird, go up the southern 
staircase and go to a room con- 
taining a statue of Isis. Pry beetles 
off the end of the side walls with 


Cleopatra’s Palace: Place the scarab 
on the beetle. 
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your crowbar, and climb the pil- 
lars consequently raised and press 
the panels to lower a tile in the 
middle of the floor. 

Go get the Winding Key—you'll 
need to do a backflip—and then 
make your way back to the main 
hall. Go up the western staircase to 
the room with the black pyramid 
and get the black beetles found 
down the western and southern 
holes. Go to Cleopatra's Palace— 
north from the main hall—to get 
the fourth beetle—it’s up a slope 
and behind two ‘pry-able’ panels. 
Then place all four beetles into the 
pyramid, combine the Winding 
Key and the Mechanical Scarab, 
and return to Cleopatra's Palace. 
Use the scarab to deactivate the 
spike traps in Cleopatra's Palace 
wherever you see a beetle painted 
on the floor. Find the Right 
Gauntlet, Right Greave, and Pharos 
Knot in caskets, and then using 
the Pharos Knot make your way 
into the room with energy helixes. 

Remember to protect the gold- 
en image of yourself—if it takes 
damage, so do you. Get to the top 


ase AMT 


Cleopatra’s Palace: Protect your golden replica. 


of the room and jump to flip the 
switches and collect the Ornate 
Handle and Hathor Effigy. 
Combine them, and place them on 
the pedestal to get to the Queen's 
throne room. After you kill the 
guards, get the Left Greave and 
the Breastplate and drop into an 
exit next to the throne. 


City of the Dead 

After you dispatch some of the 
antagonists shooting at you from 
the rooftops, be sure to find the 
Revolver lying on a ledge near 


City of the Dead: Cross the frozen 
pond to the lever. 


where the level begins—you will 
need to have it later in the game. 
Next you need to find a body 
lying on a grate (it’s right across 
the alley from a closed gate a few 
streets away from the beginning). 
Pull the body off, and then drive 
back around to the opposite side 
of that building and find a place 
to activate a lever. 

Jump the bike up the nearby 
hill to break the barriers. Make 
your way through the crawlspace 
at the bottom. You'll eventually 
get to a large pool with a lever on 
the other side. Go back into the 
hallway to find a spot you can 
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climb up and shoot to release an 
ice spirit that will freeze the water 
for you. Go through the door 
you've opened, shimmy along the 
outside of the building towards the 
right, and pull the lever next to the 
gate. Drive back through the gate 
you just opened and up the stairs. 

After you jump the ramp, get 
off the bike and find a lever. Go 
back to where you moved the 
body initially, go through the 
crawlspace on the wall and pull 
another lever. Then go back to the 
Stairs, up the ledges on the north 
side, and eventually make your 
way to the two machine guns that 
have been shredding you. After 
you've destroyed them, flip the 
switch on their roof, get your 
motorcycle and drive through the 
gate you just opened and on to 
Chambers of Tulun. 


Chambers of Tulun, 

Citadel Gate, Trenches, & 
Street Bazaar 

Walk north, straight through the 
Chamber, and find the Hammer 
God to the left on the outside. 
Draw him into the building, run 
back to the southern entrance, 
climb up and make your way 
around the building sticking to the 
west and north. When you get to 
the third level pull the lever to trap 
him, and then jump over to get to 
the rope with which you can swing 
to the south end and go out of the 
building. If you get out fast 
enough, you can drive around the 
building before he escapes, go 
and turn the wheel in the area he 
originally came from, and go 
through the gate you open and on 
to Citadel Gate. 

After you see the dragon, run 
south, hop over a western ledge, 
then a northern one and drop 
down into a room with two cas- 
kets. Flip the numbered switches, 
including one on a ledge: second, 
fourth, first, and third. After 
you've swung across the plaza, 
follow the ledges east and south 
until you enter a hole in the wall 
and adjoining hallway at the end 
of which you can see the burning 
jeep. Jump over to the jeep and 
get the Nitrous Oxide. Then jump 
across the ravine and make your 
way back to the sergeant and from 
there once again to Chambers of 
Tulun. From there, take the road to 
the north of the chamber that 
leads to the Trenches. 

Start in Trenches by heading all 
the way to the east and finding a 
room protected by an automatic 
machine gun. Crawl around the 
boxes and destroy the gun using 
the Revolver and Laser Sight, and 


Chambers of Tulun: That’s one 
angry hammer god! 


Citadel: Cardinal pillars. 


Trenches: Set is clearly affecting the weather. 


then enter the hole in the wall 
behind it. In the crawlspaces 
guarded by steam pipes you'll 
find places to get the Weapon 
Code Key and destroy another 
automatic machine gun. Monkey 
swing around to the jeep and get 


Trenches: Any salvage here? 


the pipe from the engine to make 
the Nitrous Oxide Feeder, attach it 
to your motorcycle and return to 
Chambers of Tulun. Use the 
Nitrous to jump stairs up toa 
ledge. Find a torch and a place to 
light it—you may want to clear all 


the guards out first—to set off the 
sprinkler system. Then pull a lever 
near the sprinkler, and go back to 
where you found the torch and 
shoot through a box with a lock to 
get the Roof Key. Find the bike 
and return to Trenches. Open the 
trap door near the stairs facing 
north and work your way around 
the building, you'll have to shoot 
out a piece of wall to shimmy 
across to another building where 
you can shoot a red switch from a 
distance using your Laser Sight. 
Go back to your bike and use the 
Nitrous to jump stairs across to a 
ledge where you can climb the 
ladder to Street Bazaar. 

After you get the Mine 
Detonator Body, Handle, and Car- 
Jack Body, make your way up to 
the roof, opening the trapdoor 
using the Car-Jack Body and 
Handle combined. In order to cross 
the bridge, you have to move the 
small box and push the large box 
onto the tile being hit by lighten- 
ing. Cross the bridge and make 


your way around and down into 
the building and find the Mine 
Position Data lying next to the 
headless soldier. Get the bull to 
move the boxes so you can find 
your way back to Trenches. Find 
your bike and climb back into 
Street Bazaar. Go outside and find 
the minefield, where you can use 
the combined Mine Detonator. 
Cross, get your bike, and drive it 
up the slope to Citadel Gate and 
back to the sergeant. 


Citadel 

Start by finding a torch and 
lighting the rope near the main 
chamber to reveal a passage in 
the floor. Through the passage 
you will eventually come to two 
adjoining rooms with pools. Drop 
down the left one and shimmy 
around—there are two ledges 
you'll need to take—until you 
find the crawlspace. You’ll even- 
tually get to a slope where you'll 
need to jump backwards, then 
forwards to catch the next crawl- 
space. Proceed until you find a 
lever you can pull, then find a 
room containing four pillars that 
must be arranged according to 
the compass points on their tops. 


Citadel Gate: Looking for Nitrous 
Oxide. 
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Walk through the door just 
opened, and find the pool with 
passages to the north and south. 

Go south first, pulling the lever 
on the ceiling underwater. Then 
go north, back to the room with 
the four pillars, and go east from 
there to another lever. Go back to 
the four-pillar room, then back to 
the central pool. Climb up on the 
west to get to another lever. A 
drain will open under the pool 
and sufficient water will drain out 
that you can now pull the chain at 
the end of the northern tunnel 
from the pool. Once you've pulled 
the chain, go through the door 
and outside. Get the knights to 
break through the wooden barrier 
that is preventing you from com- 
pleting this chapter. 


The Sphinx Complex & 
Underneath the Sphinx 

Get the key to the building from a 
dead henchman, and jump to 
reach the levers on either side of 
the first area you enter. Go 
through the door you've opened 
and make the jumps to get to the 
other side of the northern ravine 
and the ravine after that. Shoot 
through the grates blocking the 
crawlspace in the next room, and 
shoot the box to get the Metal 
Blade. Now go back and cross the 
southern ravine and make your 
way around the western ravine to 
get the Wooden Handle in a box to 
the north. Combine them into a 
shovel and dig in the area in front 
of the headstone and enter 
Underneath the Sphinx. Trap the 
bulls in the cages on either side of 
the main chamber. At the end of 
the room are three hieroglyphic 
switches. Press the third, first, and 
second consecutively, and go to 


Underneath the Sphinx: Use your Binoculars. 


The Sphinx Complex: A good place to dig. 


Underneath the Sphinx: The hieroglyphic switches. 


the room at the far west. 

After you cross the ravine you 
can see into four niches bathed in 
colored light. Use your binocu- 
lars—zoom in and press action to 
light them up—to see hieroglyphic 
code at the top of each niche. 
These codes, when entered into the 
switches in the main room, will 
open doors to areas that contain 
four artifacts you need: the Stone 
of Maat, the Stone of Khepri, the 
Stone of Re, and the Stone of 
Atum. If you ever enter the code 
incorrectly you will have to make 
your way through a trap room. All 
of the areas are pretty straightfor- 
ward except the underwater maze 
you have to swim to get the Stone 
of Atum. This maze contains five 
chambers you have to visit to pull 
switches, with each chamber 


located at the top of a shaft with a 
hieroglyphic on the wall at the 
bottom. One of the rooms contains 
the stone itself. 

When you have all four stones 
return to the room with the hiero- 
glyphic entry codes and put the 
stones into the appropriate niches. 
Proceed to the room where you 
hurriedly collect the four Holy 
Scriptures and then on to 
Menkaure’s Pyramid. 


Menkaure’s Pyramid & 
Inside Menkaure’s Pyramid 
Negotiate the maze of ravines to 
get to the door behind which you 
find a guard fighting a scorpion, 
kill the scorpion before it kills the 
guard, and get the Guard’s Keys 
and the Armory Key. Go back over 
the last ravine you crossed and 
make your way up the side of the 
pyramid by jumping on the more 
level steps. When you get to the 
door, use the Guard’s Keys and go 
Inside Menkaure’s Pyramid. At the 
top of the large downward stair- 
case, you ll catch sight of a large 
star that you'll need to shoot 
using your Laser Sight to open the 
container at the bottom of the 
Stairs. Jump across the two-rope 
ravines; go to the right and pull 
the lever there first so that you 
can leave via the left. Go up and 
collect the Western Shaft Key, and 
then proceed back to where you 
shot the star through the space 
you've now opened. 

Go to the end of the hallway 
and open the door in the ceiling 
leading outside. Press the button 
to the east, opening the top of the 
pyramid, and then climb up into 
it. Pass through the 
pendulum/jump puzzles, pulling 
the rope after the last, and then 


monkey-swinging over the hall 
between the last two jumps. From 
here you can get back to the 
Sphinx Complex. From there go 
right and cross the ravine, going 
through the door on the south to 
enter Mastabas. 


Mastabas 

Grab the Jerry Can to the north, 
then through the door towards the 
east into the room with the panel 
on the floor. Proceed to the room 
with the lions on the walls—shoot 
the gems out of their mouths and 
grab the Small Waterskin behind 
the door you've opened. Go back 
and find the another path leading 
to the outside other than the one 
you entered, jump across the east- 
ern ravine, and go through the 
door behind the boards. Find 
another three lions on this side 
and after you follow the same pro- 
cedure as before, collect the Bag of 
Sand. Then find yet another path 
leading outside where, this time, 
you have to shoot out the barrier 
from the inside. Cross the ravine 
and find another entrance to the 
maze below. 

Find another three lion room 
and open the door to the earth, 
water, fire puzzle. Place the sand 
on the right pedestal, then fill the 
waterskin in the small pool at the 
back of the room and use it to put 
water on the left pedestal. Now 
put gas from the Jerry Can on the 
middle pedestal. Then, go back 
into the tunnels you just came 
from to find a torch laying at a 
dead end, come back, light the 
gas using the torch, and go 
through the door you just opened 
to get the Northern Shaft Key. 

Cross back through the room 
with the three pedestals to shoot 
another three lions’ mouths, then 
go up the stairs in front of you, 
make your way outside and across 
the ravine to yet another door and 
trapdoor down. Proceed through 
this maze up to a spot where you 
can climb outside and shoot a 
barrier to go through another door 
and trapdoor. Find and shoot 
another three lions’ mouths, go 
into the room with the three mon- 
keys, and get one of the monkeys 
to open a door for you. Get the 
Southern Shaft Key, and then go 
Straight across the monkey room 
and on to The Great Pyramid. 


The Great Pyramid, 

Khufu’s Queen’s Pyramids, 
Inside the Great Pyramid 
The goal of this challenging level is 
to get to the west side of the 
ravine, not to the top of the pyra- 
mid. You'll need to work your way 


Mastabas: Standing in front of a Shaft Key. 


| The Great Pyramid: Preparing to climb. 


Inside the Great Pyramid: Having placed the Shaft Keys. 


east along the pyramid face, 
eventually cross and re-cross the 
ravine again and work your way 
back all the way to the west. 
Progress will require diagonal 
jumps, both up and down, as well 
as allowing yourself to slide to a 
lower ledge in a couple of places. 
At the end of the level, slide all 
the way down to the ground at the 
far west and enter Khufu’s Queen’s 
Pyramids. Jump back and forth 
across the ravine to make your 
way along. In an area to the west 
of the ravine, push a block to trig- 
ger an opening in the wall leading 
to a ladder down to a maze of col- 
lapsing walls. Go through the 
maze and find the Eastern Shaft 
Key. Go back up and cross the 
ravine again, and make your way 
along the pyramid heading north 
to get to a doorway where you can 
use the Guard’s Keys again and 
head Inside the Great Pyramid. 
Once inside, find and pass the 
two sliding pillars. Pick up the 
torch in the box in the middle of 
the room, use it to light all of the 
torches in the room, and flip the 
switch beyond the door you just 
opened. Find your way to the 
room above and place the four 
Shaft Keys in the wall and then 
flip the switch. Return to the room 
below and pull the lever in the 
newly revealed room. Now find 
you way down to the bottom and 
climb down to Temple of Horus. 


Temple of Horus 

There are three puzzles that 
require you to place the proper 
amount of liquid in a vase ona 
scale. Pick up the Large Waterskin 
in the first room, and pour water 
between the two waterskins to 
get the amount of water required 
to complete each puzzle. The 
number of liters required is on 
the wall in squiggly lines. When 
you get to the column of blue 
light, climb two levels down, 
shimmy over to the ledge, then 
jump to the water below. 

Place the Holy Scriptures on the 
four pedestals and then go to 
place the armor on Horus. After Set 
arrives, jump in the water and find 
the Amulet of Horus. Go to a room 
on the south side and flip a switch, 
and then go to the north side and 
flip a switch. Now go back to the 
ledge on the south side and make 
your way up and around the room 
jumping from ledge to ledge. 
When you get to the blue beam, 
climb all the way up the shaft 
again, jump over the spike-filled 
pits, and viola, you're done. Lara 
has bounced her way to victory 
once again. —Nick McElveen 
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Even warriors can benefit from Wisdom, as Mages can benefit from Strength. 


eafPaestens 


Morte has excellent resistances. 


Planescape: lorment 


PLANESCAPE: TORMENT IS A VAST GAME THAT ALLOWS A VARIETY OF STYLES OF 
play. Here you will find the information you need to create a powerful charac- 


ter and to navigate through the mesh of plot-critical quests. Plot spoilers are 


avoided whenever possible. As Torment is a big game with lots of freedom, 


we re only covering the particularly tricky points. Countless treasures await 


your discovery; you simply have to explore to find them. We'll use a little ADED 


jargon along the way in order to fit all this info in a mere nine pages, but the 


acronyms are all explained up front. 


Character Building— 

the most important part 
of the game 

The key to creating a powerful 
character lies in understanding the 
Statistics and combining them 
appropriately. Although the basic 
meaning of each stat is blatantly 
obvious, some technical data is 
lacking from a simple evaluation 
of the name. So here’s what the 
Stats do. 

‘Strength (str): A direct measure 
of your melee combat ability, 
strength drastically affects your to 
hit and damage. Any character 
that wishes to participate in melee 
combat needs strength. Aside from 
hit/dam, strength also allows you 
to bash open locks, eliminating 
the need for picking locks through 
85% of the game. In dialogue, 
strength affects the chance for 
success when threatening an NPC. 
Any character who wishes to have 
combat abilities should raise 
strength to a natural 18 points, 
and then buy a Might Tattoo 


(+1str) in order to get a 19str (18str 
= +1/+3 hit/dam, 19str = +3/+7 
hit/dam). 

Dexterity (dex): While you may 
wish to raise dex all the way to 
the maximum, this might be a 
great folly. A rating of 18 is the 
best place to stop dexterity, as it 
gives you a —4 AC adjustment, 
while having a 25 gives you a —6 
AC adjustment. Since your char- 
acter cannot use missile weapons, 
the Missile Attack bonuses are 
nearly worthless. Also, thieves will 
have plenty of points for their 
skills and will not need the base 
thieving skill increases received 
from 18 to 25 dexterity. 

Constitution (con): If you have 
a high dex, con is not too impor- 
tant early in the game, yet it is one 
of the most powerful stats near the 
end. Constitution affects your 
regenerative abilities and your hit- 
point (hp) gains. At minimum 
constitution, regen will be essen- 
tially zero, while at 25con you can 
regenerate over a 100hp in one 


minute. Also, from level 10+ you 
only get 1-3hp per level instead of 
1-10, depending on your class. A 
24con will get you a bonus +7hp 
per level, greatly increasing the 
amount of damage you can sus- 
tain. As your character enters the 
mid-teen levels, every point of 
constitution greatly boosts your 
combat effectiveness. 

Intelligence (int): Aside from 
affecting the number of spells you 
can posses, intelligence is a posi- 
tive modifier in the majority of the 
game’s conversations. Beyond the 
usual experience (xp) rewards, a 
few quests that require int will 
give you permanent stat bonuses. 
Intelligence also gives a bonus to 
your lore skill (identifies items). 
Any mage character needs to have 
a high intelligence. 

Wisdom (wis): Those of you 
who are familiar with ADED may 
wonder why you would take wis- 
dom, as the Nameless One cannot 
be a priest. Oddly enough, wis- 
dom is one of the best stats for 


Annah grows strong later in the 
game. 
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Fall-from-Grace is the only healer. 


any class to take. When your wis- 
dom is in the 20s, your level will 
Surpass the other characters from 
the large experience bonus you 
will receive (around 30%). Also, 
wisdom is important in a variety 
of quests, which can result in per- 
manent stat increases, and gives a 
bonus to your lore skill. Warriors 


Ignus is obsessed with fire... | wonder why. 
Use the Decanter of Endless Water to free him. 


may not believe this warrants 
adding to wisdom, but with 
experimentation it will become 
apparent that wisdom has a sub- 
tle influence in combat. 

Charisma (cha): Charisma is the 
statistic that will probably find 
itself left at the minimum value 
more than any other stat. While it 
has a price adjustment for buying 
some items, the most important 
part of charisma lies in the area of 
dialogue. High charisma will give 
you plenty of bonuses throughout 
the game, and is essential at times. 

Now that you know specifically 
what the stats do, you will eventu- 
ally have to decide which ones are 
for your class. At levels 7 and 12, 
each class will receive a specializa- 
tion bonus, assuming they are the 
first class to reach that level (at 12 
the bonus will be lessened if you 
are in a different class than the 
first one to reach seven). A new 
specialization tattoo also becomes 
available for purchase. Ways to 
build combat effective characters 
are described here: 

Fighter (Level 7 specialization = 
+Istr; Level 12 = +1str, +Icon, +3hp): 
The ultimate basher in Planescape 
is the one that does not care for 
intelligence or charisma. Reaching 
25str is critical, so either begin 
with 18str at creation, or increase 
your strength to 18 by the time 
you hit level six, and purchase a 
+str tattoo. At level 7 level, your 
specialization bonus will make you 
skip the 18/xx strength and go to 
19str, essentially giving you five 
free characteristic points. From this 
point on, only add one to your 
strength. With the two specializa- 
tion tattoos and stat bonuses, you 
will hit 25str at level 12. Aside from 
strength, fighters may wish to 
have dexterity up to 18 early, and 
then work up constitution (or the 
other way around). It won't be 
long before you are an unstop- 
pable killing machine; simply pur- 
chase the two specialization tat- 
toos and a Greater Warding 


Tattoo. You may wish to begin 
with 16wis for combat bonuses and 
experience. There are few bonus 
wisdom points available, so you 
will hit 18wis before long, which is 
a nice number. Also, you do not 
need to raise con beyond 21, as 
you will hit 25 by the end of the 
game from tattoos and the Aegis 
of Torment. 

Mage (Level 7 specialization = 
+lint; Level 12 = +2int, +1wis, +5 
lore): If you begin with an 18int as 
a mage, you will never need to 
increase the stat. With the stat and 
tattoo specialization bonuses, you 
will hit 25int at level 12. Wisdom is 
important for mages, as it will 
open up a quest for Dak’kon, and 
mages require a lot of xp to level. 
Beyond that it is more of a person- 
al preference. Should you wish to 
be able to deal damage, an 18str 
(and a +Istr tattoo) will make you 
effective for the entire game. 
Getting a little dexterity will help, 
but mages have some of the best 
AC equipment. Should you ever 
wish to tank, it is more important 
to get con. At later levels, a mage 
with a high constitution and 19str 
will be able to fight all non-boss 
creatures, saving spells for more 
important fights. Pure spell mages 
work great, if you manage your 
spells properly. 

Thief (Level 7 specialization = 
+1dex; Level 12 = +2dex, +1 luck): 
The best boss-killer in the game is 
a fighter/thief combo. Performing 
the aforementioned specialization 
strength trick as a fighter prior to 
becoming a thief will help 
immensely. Although you will not 
have the tattoos available, it will 
allow you to increase your 
strength to 25 easily. With a good 
weapon and this strength, you can 
backstab for 100+ damage (4x 
damage from level nine and up). 
Even most the bosses will fall to a 
single backstab. Aside from that, 
keep dexterity around 18. Unless 
you really want to go higher, there 
isn’t much reason to increase it 


Nordom has the only ranged attack. 


beyond 18. Since thieves level the 
fastest (level 25 mage = level 36 
thief), you may be able to get all 
six stats high. One of the most 
powerful characters in the game 
can be built off an early fighter / 
late thief combo. If you decide on 
being a pure thief, you will get 
+7dex from specialization tat- 
toos/bonuses, allowing you to 
easily get to 18 or 25. Strength 
increases are still recommended, 
as they will greatly enhance your 
deadly backstab. One thing to 
note: you will not always have the 
chance to hide. 

Keep in mind that each class 
can be effective in a variety of 
ways, depending on playing style. 


Horrible AC for a suit of armor. 


may be rather weak when he joins, 


' but he is the best character in the 


game. Any mage character will 
find Dak’kon is an essential part of 
the team. Characters with high int 
and wis can boost Dak’kon’s stats 
permanently. Speak to him and 
ask about mage training, and fol- 
low through all the training proce- 
dures. Once you reach the limit of 
Dak’kon’s knowledge, try to puz- 
zle out new combinations from the 
Unbroken Circle of Zerthimon, and 


| teach them to Dak’kon. After 


teaching him the eigth circle, 
Dak’kon will get a stat boost that 
makes him far more effective. No 
matter what character you are 
playing, give Dak’kon the Greater 


A preferred team will probably consist 
of Morte, Dak’kon, Annah, Fall-from- 


Grace and Nordom 


Companions 

Seven characters will join your 
party over the course of the game. 
Here they are: 

Morte joins the party at the start 
of the game, and he will be 
around almost constantly (unless 
you leave him behind). Having 
75% resistances to physical attacks 
is Morte’s primary ability. Let him 
tank whenever possible, as it will 
save you a lot of damage. 
Unfortunately, his abilities lessen 
as the game proceeds, since he 
cannot use equipment to raise his 
AC, which is good initially but 
becomes horrible by the end. He is 
best used to give you a boost early 
in the game by killing the black 
abishai that populate the Hive 
(described in the walkthrough). 
Also, use his Litany of Curses abili- 
ty on boss-mages, they will lose 
their spellcasting abilities. 

Dak’kon is an excellent war- 
rior—if properly built—and his 
mage abilities are quite handy. He 


! Might Tattoo, as it will raise his 


strength from 17 to 19. With ward- 
ing tattoos, Dak’kon can attain a 
natural AC of —9 by the Level 7 
level. Spell him up and he can sin- 
gle-handedly defeat any regular 
boss without taking damage. 
Annah is probably the least 
useful character when she joins 
you. She does not have the ability 
to do damage or to avoid blows; 
even her backstab is pitifully 
weak. To top it off, Dak’kon’s 
strength will let him open almost 


' anything, eliminating the need for 


lockpicking in the early stages of 
the game. However, this will 
change later in the game, as 


' Annah’s AC increases, yet her 


damage will always be lacking. 
Nevertheless, she will make a good 
addition to the party in the latter 
parts of the game. 

Fall-from-Grace is definitely a 
character you will keep in your 
party, as she is the only priest. Her 
healing spells are incredibly useful. 
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In big fights, cast EED on her, and 
she will double her healing abili- 
ties. Grace's protection spells can 
be useful, but it is usually best to 
memorize only healing spells. She 
does not have any healing spell for 
the third circle, instead she has 
something better: Call Lightning. 
This is one of the most powerful 
spells in the game, killing almost 
any creature in one strike (+area 
effect). Reading the spell descrip- 
tion says that it can only be cast 
outdoors, but this is not true. 
Ignus is the character you will 
have to take if you want to carry 
along a pure mage. You can learn 
some spells from him, but usually 
at the cost of permanent hit points, 
which a mage cannot afford. 


Although he possesses some nice 
spells, there is no point at the game 
in which it is necessary to have 
Ignus with you. He is not needed 
when he joins, and he leeches too 
much experience to bring along. 
Leave him behind unless you are 
desperate for a mage. 

Nordom will be helpful from the 
minute he joins. He is the only 
character that has a missile attack, 
and his regular arrows are unlimit- 
ed. Fighters and thieves will find 
him particularly useful, as he will 
not take up a slot in the front 
lines. A great tactic is to have only 
Nordom engage a monster. If you 
land enough hits before it gets to 
your fighters, it will ignore them 
and head for Nordom. Form a 


~Vene 


gauntlet for the creature to walk 
through to reach Nordom, and you 
will cut it down with ease. 
Speaking to Nordom is particularly 
important, as you can give him 
orders based on your class. Switch 
to a mage and give him the mage 
orders first; you will get the EED 
spell. This spell is one of the best 
in the game, and it is only fifth 
circle. EED duplicates any action 
the character takes, whether cast- 
ing a spell or attacking, and it has 
a long duration. After you have 
the spell, give him warrior and 
thief orders to boost his stats. 
Vhailor is the most useless piece 
of armor that you will ever meet. 
Planescape’s weird setting shows 
true here, as this suit of armor is the 


most poorly defended character in 
the game. Sure, Vhailor has a good 
attack, but he gets torn apart by 
any creature that attacks him. Since 
he cannot wear tattoos, his strength 
is stuck at 18/51, a far cry behind 
what Dak’kon will have by the time 
Vhailor joins. Although he has the 
same AC as Morte, his resistances 
are not nearly as useful. The only © 
advantage he has over Dak’kon in 
combat is the fact that he is not 
multiclass, so he levels quicker. 
Take him along if you are looking 
for some extra damage, but you 
will find he rapidly devours your 
supply of healing spells. 

A preferred team will probably 
consist of Morte, Dak’kon, Annah, 
Fall-from-Grace and Nordom. 
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[Photos from top clockwise to bottom.] Ei-Vene gives you +ihp if you complete her quest. Use this zombie disguise to surprise the Dustmen. Deionarra is an important 
figure throughout your journey. Take the Tome of Ash from this zombie, then use it to disable the Giant Skeletons. 


(Through the Mortuary and 
into the Catacombs] 
Walkthrough 

Now that you've made your char- 
acter, it is time to wake up off that 
slab in the Mortuary and embark 
on your journey. Here you will find 
everything you need to know to 
complete the game, divided by 
the areas you pass through in your 


quest. Good luck (not that you 
need it—you’re immortal). 


To Die and Live Again 

Your first trip through the 
Mortuary will take time while you 
find your bearings. As a general 
guideline, it is a good idea to con- 
sider anything that Morte sug- 
gests, and speak to everyone 


(except for redundant civilians). 
Now, on to your quest: there is 
basically one path you can follow. 
Seek out a Dustwoman named Ei- 
Vene, and perform the task she 
gives you to gain a hit point. You 
also may wish to speak to Dhall 
and learn everything you can 
about yourself. Assuming your 
dexterity is less than 13, the most 


important character is the fake 
zombie on the right side. Just 
don’t kill him—you’ll want to get 
the zombie disguise from him. 
Head upstairs to find the needle, 
and return for your disguise. This 
will give you experience and allow 
you to snap the neck of a Dustman 
to get his robe. Wear the robe and 
you can freely walk about the 


“The Post" 


Pry the cobblestone from “The Post,” it is the portal key for the Mausoleum. 


Mortuary. Explore the upper floor 
and find all the stashed goodies. 
Find the Prybar, then equip it and 
attack a locked object to try and 
bash it open. Once you have 
explored to your heart’s content, 
make sure you found the key in 
the upper left region of the floor, 
then head down. Right next to the 
Stairs up, there is a locked gate to 
the stairs down. Immediately head 
to the upper left region and speak 
to Deionarra. It is critical that you 
learn the Raise Dead skill from her. 
With this, you are ready to leave 
the area. Either find Seogo and 
speak to him, or head out through 
the portal near Deionarra. 


“You will never find a 
more wretched hive of 
scum and villainy” 

Welcome to the Hive, a nearly law- 
less city. This place is huge; you 
can spend hours wandering 
around questing. There are two 
general ways to go about explor- 
ing. First, you can gradually 
explore, speaking to anyone you 
find, and possibly entering the 
buildings. Second, you can quick- 
ly run through the entire area in 
order to map it, and then wander 
around talking to people. The sec- 
ond way saves time since you have 
the full map, but you may miss 
something. With that out of the 
way, proceed to the southeastern 
section of the area and enter 
Angyar’s house. Just don’t enter a 
conversation with Angyar—speak 
to his wife instead. She will tell you 
that Angyar has essentially sold his 
soul, and you are to retrieve the 
contract. Head out to the 
Dustman’s Bar and speak to Mortai 
Gravesend. Either talk him out of 
the contract, or steal it from him 
after he retrieves it from the back. 
Now you have to speak to Angyar 
and tear up the contract. He will 
let you rest in his house, and he 
will give you important informa- 


Dak’kon is one of the many impor- 
tant characters in the Smoldering 
Corpse Bar. 


tion regarding the first part of 
your quest: Pharod. 

After this you can head to 
Ragpicker's Square and seek out 
the portal to the Buried Village, 
but you want to explore the 
entire city first. Southeastern Hive 
has the most important locations, 
such as the Smoldering Corpse 
Bar and Fell’s Tattoo Parlor. 
Dak’kon is found in the bar, make 
sure you recruit him. If you took a 
high wisdom, speak to Dak’kon 
after he joins and have him teach 
you his language, then seek out 
one of the Gith townspeople. Let 
Dak’kon talk to him, and listen in 
on the conversation. Afterwards, 
speak to Dak’ kon and ask him 
about a few words (9,000xp). 
Also of importance in the bar, 
speak to the Bartender and buy 
your eye from him (try to get him 
to lower the price), and speak to 
O and get a permanent tiwis. Kill 
any thugs you come across for 


the loot. To find a magical 
weapon, complete the Mausoleum 
quest in northeastern Hive. At the 
end of the Mausoleum you will 
fight a boss. Kill him and get the 
items, and equip the unidentified 
bone dagger. This will give you a 
+1 magical attack, so you can hurt 
the black abishai that wander 
town. Rest up until you are fully 
healed, then find an abishai. 
Have Morte attack first, and then 
have the Nameless One and 
Dak’kon join in. Don’t worry if 
your companions die; just resur- 
rect them. You may need to use 
clot drops until Morte’s resistance 
is 100% in order to kill your first 


mage once (Dak’kon can make 
you a warrior again). 


A City Underground 

Enter the portal in Ragpicker’s to 
gain access to the Buried Village. 
There isn't much to do in the first 
few zones, just work your way to 
the Buried Village. This place is 
tiny, but it does have a few quests 
available. Marta the Seamstress 
resides here, go speak to her for a 
future reward, then head northeast 
to find Pharod. He will give you a 
quest instead of letting you know 
the information you want (sur- 
prise), and its time to venture into 
the Catacombs. 


Ragpicker’s Square 


|A trash-filled archway. 


Sennen 
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Use the pile of junk in Ragpicker’s Square to open the portal to the 


Buried Village. 


abishai (7,000xp). You probably 
want to kill a lot of them before 
leaving to the Buried Village. 
Finally, speak to Mebbeth in 
Ragpicker's Square and become a 


It is up to you to decide whether 
you want the Catacombs to be a 
pure combat area. Should you pre- 
fer to be a little more diplomatic, 
avoid killing any Cranium Rats 
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(not easy). You do want to kill all 
the Vargouilles, however. Exploring 
the crypts is a good idea, but you 
may wish to wait until after you 
have completed the Dead 
Nations/Warrens of Thought 
quests. Weeping Stones has two 
warring races: the Silent King and 
the Many-as-One. If you wish to 
side with the Silent King (undead), 
enter the Dead Nations and submit. 
The Many-as-One is a collective 
Cranium Rat that dwells in the 
Warrens of Thought. Of course, you 
can simply kill them all if you wish. 
For the Dead Nations, after you 
submit there are two ways to 
leave. Either gain Hargrimm’s 
favor, or expose the Silent King. 
For the former, simply do as 
Hargrimm asks. To expose the 
Silent King, you must first speak to 
Hargrimm, and then Stale Mary. 
Hargrimm will refuse if you ask for 
an audience with the Silent King, 
but Stale Mary will tell you of a 
portal to the Silent King’s throne 


| 
| 
| 
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Weeping Stone 


Weeping Stone has a variety of areas to visit. 


Warrens of Thought 


If you plan on evading the Cranium Rats, quickly head to the Many-as-One. 


room. Find the Silent King, then 
return to Hargrimm and he will 
free you. Tell Acaste of the Silent 
King if you are looking to spread a 
little chaos. Before you leave the 
Dead Nations, get the Stories- 
Bones-Tell skill from Stale Mary. 

In the Warrens of Thought, you 
will encounter Mantuok, a wererat. 
If you wish to kill him, tell him that 
you have a message for the Many- 
as-One, and ask him to lean clos- 
er. This will leave dialogue mode. 
Be careful—if you attack you will 
be teleported to the prison cell. 
Instead, use Litany of Curses so 
that he cannot cast spells. Killing 
him will send you to the cell, but 
you can loot his book on the way 
out (worth 4,000 gold). As for the 
quest, head northeast to the 
Many-as-One, and avoid killing 
rats. Betray the Silent King’s iden- 
tity to complete the quest. 


Now that you have gone 
through those areas, you can reach 
the Drowned Nations, where you 
will find the Bronze Sphere and the 
Decanter of Endless Water. This is a 
small area that is easily explored. 
Find those two items and clear out 
the Nameless One’s, then enter the 
crypt in the south. You will enter 
alone. Your goal is to get into the 
center room and examine all eight 
plaques. Entering the room will get 
you teleported. Use your immortal- 
ity to navigate the tomb; simply 
step on a torment symbol to kill 
yourself. Grab the keys from each 
of the chambers you get teleported 
to, and then read the inscriptions 
in the center room. After reading 
all of them, you can open the main 
tomb and leave the crypt. 

Bring the Bronze Sphere to 
Pharod and wring him for all he’s 
worth, then Annah will join. Now 


| 
| 
| 
| 


you will have to pass through the 
Tenement of Thugs, a previously 
locked building in southeast Hive. 
Before entering the Tenement of 
Thugs, check the tattoo parlor 
then return to the Buried Village. 
Get the Bronze Sphere from 
Pharod’s house; hold onto it for 
the rest of the game. 

Chaosmen will have no problem 
passing the Tenement, for the 
NPCs will not be hostile. Otherwise, 
there are two ways to pass. As 
always, you can simply cut your 
way through the thugs. Should 
you find you are not strong 
enough, you will need the key 
from the top floor. Use the key to 
sneak past the horde of thugs. On 
your way out, grab the Prybar if 


you don’t have one. 

Considering there is almost 
nothing to do in the following two 
areas, they are quite large. Follow 
the path into the next area, and 
you will automatically receive 
your next quest. Return to the 
previous zone and enter the 
building with the dead Dabus. 
Loot the hammer and examine the 
corpse, then speak to the Dabus 
outside. He will want to check the 
dead Dabus. Return to the Alley 
and you will be given a second 
quest. Simply return to the alley 
once more, and examine the two 
collapsing buildings (one west, 
one east). Use the hammer and 
prybar to fix them, then it’s on to 
the Lower Ward. 


The Alley of Lingering Sighs is a living creature. 


PUNCH DAGGERS OF 
ZAR'ANUN 


Saas Salbcaiodn istiaaiotni, 


® PUNCH DAGGERS OF ZAR 'ANUN 
¥ Damage: 3-32: Piercing 


Enchanted: +2 


Special: 


+2 Piercing Damas 
#2 t> Armor Class 
+3542 Stealth Skill Bonus 


THACD: +1 
S -*2 


Weight: 2 


Proficiency: -Fists 
Usable only by Fighters and Thieves 


This infamous weapon is said to have once been” 
- wielded by the assassin Zar ‘anun. At first nothing 
# more than a2 little known thief, Zaranun soon rose 
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Lenny has a powerful pair of punch daggers. Either complete the Trish quest 
and ask him train you, or kill him for the daggers. 


Politics 

The Wards 

The Lower and Clerk Wards are not 
as big as the Hive, yet there is far 
more to do. This is the beginning 
of a very long series of back and 
forth quests. To simplify matters, 
each step will be covered as briefly 
as possible. 

If Morte is with you, he will be 
kidnapped. Rather than asking 
around town, simply find the 
Wrecked House along the southern 
edge of the map, and go down to 
speak to Lothar. Tell him that the 
trapped crypt is empty, and he will 
want a skull in exchange for Morte. 
Here is a list of skulls he accepts: 
Seogo, Hargrimm, Silent King, 
Acaste, Stale Mary and Mantuok. 
Bring him one of those, then you 
are free to ask him questions. 

Although it is not plot critical, 
speak to Sebastion (upper left) 
and complete his quest (+2cha). 
You will also want to work your 
way into the Siege Tower. Find 
Lalzo in the Market, and you will 
learn how to enter the Siege Tower. 
Enter and speak to the golem to 
gain the Immortal Blade, then 
head off to the Clerk’s Ward. 

Quickly mapping the Clerk’s 
Ward will make your life much eas- 
ier. Before you proceed to do all 
the quests, head to the Curiosity 
Shop and examine the exotic items 
(mostly for quests). Afterwards, 
visit the Brothel of Slating 
Intellectual Lusts and talk to Fall- 
from-Grace. Ask her to join you to 
get sent on a quest. You must 
speak to all 10 students, which is 
simple yet time consuming. There 
are only nine, however. Tell Grace 
that you or Luis the Armoire is the 
10'M student. Important things to 
do in the BOSIL: 

Speak to Ecco and learn of her 
plight, then speak to Dolora. She 
will ask you to get her keys from 
Merriman in the Festhall. There are 


three ways to get the keys, the 
easiest of which is to speak to 
Unfulfilled Desire in Festhall. Give 
Dolora her keys, and ask about 
Ecco. You will need to purchase 
the Fiend’s Tongue and Deva’'s 
Tears from the Curiosity Shop and 
give both of them to Ecco. 

Speak to Ecco to discover that 
Kesai-Serris is Ravel's daughter, 
and then speak to Kimasxi Adder- 
Tongue to confirm this is true. If 
you haven't done this already, you 
will need to learn Kimasxi is 
Kesai’s sister (from Juliette). Talk 
to Kesai and tell her about Ravel. 
She will deny it, so tell her to ask 
her father (as Kimasxi instructed). 
This will let you get the portal key 
to Ravel’s maze soon. 

Find Finam’s journal and a 
handkerchief. 


The Festhall 

Festhall is the largest building in 
the game. Aside from the BOSIL 
quests, there are two plot-critical 
quests: finding Quell and retriev- 
ing your journal. Quell is in the 
Private Sensorium, so either join 
the Sensates or talk your way in. 
Bring him a chocolate from the 
Curiosity Shop and he will answer 
your questions about Ravel. This 
opens up the portal key; go to 
Kesai and get a drop a blood. For 
the journal, head to the eastern 
area of the Festhall and speak to 
the woman behind the counter. 
She will give you a room key, 
where you will find the journal 
(dodecahedron). Take it to Finam’s 
House, along with Finam’s journal 
from the BOSIL. Trade Finam’s 
journal for the notes that will let 
you read your journal. Read the 
entire journal, but only the legacy 
number is important. Enter the 
Advocate’s House in the Clerk’s 
Ward and claim your legacy. Now 
it is time to go back to the Lower 
Ward, but you may wish to 


| 


Purchase the Modron Cube from the Curiosity Shop, then visit these 


Modrons in the Brothel. 


explore UnderSigil for a break in 
the questing. 

Find Giltspur, a merchant outside 
of the Market that has work for you. 
Complete his errands so that you 
will receive a message for the 
Godsmen. This will grant you access 
into the Foundry, home of the 
Godsmen faction. If you wish to join 
the Godsmen, speak to their leader 
and complete the errand-quests. 
After joining, find Sarosa for a per- 
manent +iwis. With your legacy in 
hand, bring the receipt to the clerk 
in the lower right office. Exchange 
the receipt for the Unfolding Portal 
(or simply kill him), and you will 
finally be ready to leave the Wards. 
Finish up all your quests and use 
the Unfolding Portal. 


Clerk's Ward 


The Curiosity Shop sells many 
interesting items. 


Rubikon Dungeon 

Rubikon is a hidden random dun- 
geon. You have the option to visit 
it before following the plot with 
the Unfolding Portal. To find the 
Rubikon dungeon, purchase the 
Modron Cube from the Curiosity 
Shop and speak to the Modrons in 
the BOSIL. After you ask them 
about the cube, use the cube and 
manipulate the limbs in this order: 
left wing, right wing, right arm. 
You'll quickly be teleported to 
Rubikon on easy difficulty. There is 
no challenge here, simply wander 


until you find the Modrons. When 
you find them, speak to the center 
one and replace the previous 
Director. This will allow you to 
reset the dungeon to hard difficul- 
ty. Now you have a real task—this 
place is HUGE (60+ rooms). Every 
room will have one to three con- 
structs (4,000xp). Write a simple 
map as you go along, just making 
lines for each direction you can 
leave a room. You need to find 
two things—Nordom and the Evil 
Wizard. Nordom is the modron 
that will join your party. After he 
joins, speak to Nordom and give 
him orders, as mentioned in the 
Companions section. The Wizard is 
the boss of the dungeon, and he 
casts a powerful level eight spell. 
Save some spells for the fight with 
the Evil Wizard (particularly Call 
Lightning), and have Litany of 
Curses ready for the big battle. 


Ravel’s Maze 

This area is small and easy to navi- 
gate. Ravel can be found in the 
middle of the map. Save before 
speaking to her—you will be 
prompted to respond over 170 
times in the following conversa- 
tion. Flatter her whenever possible, 
as you will receive a reward at the 
end. Also ask her about her other 
incarnations (Ei-Vene, Mebbeth, 
Marta) for some big rewards. Play 
your cards right and you'll clear a 
cool 500,000xp and permanent 
int/wis bonuses. A few things to 
consider before talking to her: cast 
friends spell on yourself, and leave 
Annah/Grace on the other end of 
the map (don’t reform party). At 
one point you will be prompted to 
kiss Ravel. Doing this will open up 
a good warrior tattoo, but Annah 
and Grace should not watch. When 
it is all over, it is time to kill Ravel. 
Chances are, your true enemy will 
be the lag from spell effects, and 
not Ravel herself. If you are a thief, 
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Evil characters can kill NPCs instead of questing, but they don’t 


get the quest xp. 


you can try to backstab her. 
Otherwise, cast EED on Grace 
before the fight, and have her cast 
Call Lightning behind Ravel (the 
fight will reposition your charac- 
ter, so Grace will rejoin you). Two 
casts should finish the fight. 

There is a secret area in the 
lower right with that has three 
ways to enter. The quickest ways is 
to kill the Nameless One. Here you 
can throw in the black seeds you 
got from Ravel and get value 
wands in exchange. Exit via the 
portal in the upper right. 


Curst 

Hive may be significantly bigger 
than Curst, but this area is defi- 
nitely sizeable. Try exploring the 
area before you talk to 
anyone-the quests are generally 
errands. Now stroll into the 
Traitor's Gate Tavern and speak to 
the barkeep. He'll send you on the 
first of a series of simple quests: 


saving his daughter. Don’t worry if 
you fail the first quest. Once you 
have completed all five quests, 
speak to the bartender. These 
quests are all easy experience, so 
it is a good idea to do them. 
Otherwise, head over to the Dump 
to find the secret entrance. 

In order to get into the prison, 
you must pass through the 
underground area. This is quite 
similar to UnderSigil, only pitiful- 
ly easy. There is one strong crea- 
ture, a gehreleth, and a score of 
weaker creatures. Only one thing 
is really important in this zone: 
the Hermit by the exit. He will let 
you rest for free. 


Curst Prison 

You re in for quite a surprise after 
that last joke of an area. Curst 
Prison is filled with guards, worth 
3,250xp each. At any one time you 
may have to fend off six to eight 
guards. Just make sure to hold 


Ravel's Maze 


To leave Ravel’s Maze, head to the upper right portal. You must defeat 


Ravel first. 
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STEALTH LENS 


Phases Wearer 


+4 to Armor Class 

+2 to Armor Class vs. Missile Weapons 
+2 to All Savine Throws 

+50%s Resistance to Missile Weapons 


Weight: 0 


Usable only by Modrons 


This scope looks as if it's amissing its lens, but in 
fact the lens itself is displaced in space: if you use 
vour peripheral vision, you can make it Gut a few 
feet fo your left, just hanging in space, 


t When this score is equipped, a portion of the wearer... 


dungeon until you find one. 


your ground, as advancing to 
meet them will increase the num- 
ber of guards you have to fight. 
Area attack spells are quite useful, 
especially since the Hermit will let 
you rest. Employing a little tact 
will save you a lot of damage. 

The first order of business is to 
find Trias and complete the quest 
he gives you. Weave your way 
through the host of guards and 
towards the lower left chamber. 
When you first encounter the 
door, it won't open. Head on 
down to the trap, marked blue in 
the screenshot. Set this trap off 
by either running over it or trick- 
ing a guard to walk across the 
trap. Entering the final chamber, 
you will find yourself face to face 
with Cessius, the fiend who pos- 
sesses Trias’ Sword. You can chal- 
lenge him in a variety of tests, 
and if you defeat him you will 
gain the sword. Should you lack 
the stats to do that, beat him up 


pnt 


‘Trapped area 


and take the sword, then return 
to free Trias. On your way out you 
will encounter hordes of guards 
and other hostiles. Swarm curse 
and call lightning will definitely 
come in handy. In order to use 
swarm Curse, send one character 
ahead and cast it, then flee 
behind a door. Fighting with a 
swarm curse around will likely lag 
you to death. 

When you free Trias he will take 
his sword, but you can get it back 
later. After freeing Trias, head 
back to the Hermit and rest, then 
go to the portal he mentioned 
(northeastern area of the prison). 
Open the portal, but don’t enter. 
Pass through the portal into the 
next room, where you will find 
Vhailor. You may wish to try him 
out, but he is one of the worst 
characters. His best use is the xp 
you can get from talking to him. 
Jump through the portal and into 
a new realm. 


You must release the acid trap in the Curst Prison to enter the final chamber. 


Grilligs are immune to piercing and slashing but have few hitpoints. 


Say Goodbye to Your 
Questing Days 

A variety of hostile creatures wan- 
der around Fjhull’s house, worth 
around 2,000xp each. With the 
exception of the grilligs, these are 
all easy pickings. Either use a 
blunt weapon or attack with 
spells, as grilligs are immune to 
piercing and slashing (but you 
can hit them with the 1-3 damage 
from magical weapons). Not much 
to worry about, just make your 
way to the skull to the skull and 
step into Fjhull’s house. In speak- 
ing to Fjhull, you will find that he 
is bound to a life of charity. This is 
a good thing (for you at least). 
Force him to give you items and 
spells, along with the information 
you need. After he tells you where 
to go, you need to ask him how to 
get back (high wisdom). Now it is 
time to move onto a true combat 
zone: Baator. 

If you're thinking Baator is the 
home of those nasty fiends, you're 
right. This is easily one of the best 
experience areas in the game, as 
you will fight dozens of abishai. By 
now you should be able to swat 
them like flies, yet they still give 
good experience. A quick gang 
beating will suffice for most of the 
battles, but you may wish to use 
call lightning or other spells on 
some of the large groups. When 
you ve cleared out the monsters, 
head down to the lower right exit, 
and you'll find yourself before the 
Pillar of Skulls. Hopefully you have 
a high charisma or the friends 
spell, because it is critical here. In 
order to ask a question of the 
Pillars, they demand an exorbitant 
fee. Characters with high charisma 
can lie instead of actually giving 
something up. If you don’t have a 
high charisma, you'll have to tell 
the truth and let them know where 
Fjhull dwells, which has a negative 


and you'll encounter the hulking 
fiend. Should you happen to 
engage the fiend unprepared, he 
will butcher your party before you 
know what is happening. Cast all 
the protection spells you have on 
your warriors, and be prepared for 
a near-epic battle. There are two 
general ways to kill this nasty 
beast. First, primarily for mages 
(this is boring): leave the warriors 
idle, and blast him with every- 
thing you've got. A missile of 
patience works good, as he is 
bound to chase you afterwards. 
And that is your goal: getting him 
to chase you. At this point, pro- 
ceed to run in circles, leading him 
into the warriors so they can land 


The sickening Pillar of Skulls will answer your questions—for a price. 


result. Also, if you did not have a 
high wisdom when speaking to 
Fihull, you'll have to ask them the 
way out. Assuming you are a 
mage, you may want to give up 
the Modron Cube. Warriors and 
thieves should not do this, as one 
of the two best weapons in the 
game will become unavailable. 
When you’re finished with every- 
thing here, return to the lower left 
area of the previous zone to leave. 


Meeting the Legend 

Before heading back to Curst from 
Fjhull’s house, you'd best be pre- 
pared for the most difficult battle 
in the entire game. Full heal the 
entire party, but don't use any 
clot drops or other similar items 
until you enter the next area. For 
those of you who opened 
Moridor’s Box, you were forced to 
slay a weakling of a fiend. As you 
are about to find out, this was not 
the true Fiend from Moridor’s Box. 
Head northwest along the wall, 


free hits, while you throw a spell at 


him on occasion. Keep him chas- 
ing you and your warriors will slay 


areas 


An ill-fated party is devoured by the Fiend from Moridor’s Box. 


him eventually. As for the warriors, 
increase your AC as high as possi- 
ble. You may also wish to use clot 
drops to get your resistances to 
100%, and use the EED and 
Zerthimon’s Force spells. Charge 
headlong into battle and fight solo 
until you do some damage, then 
join in with the rest of the party. 
Thieves should do the same, but 
with the advantage of a backstab. 
These are efficient ways to slay the 
Fiend from Moridor’s Box, but 
there are other more enjoyable 
methods. Don't expect to kill him 
the first time you fight-he’s every 
bit as strong as his 500,000xp kill 
value suggest. Rewarding your 
efforts is the Aegis of Torment 
(ring: +3con, +15hp, +3 AC). Hop 
into the portal when you're done. 

A nice little surprise is in store 
for you at Curst: chaos. You'll be 
operating on a pseudo-clock. 
Entering an area will trigger an 
event, and most of them require 
you to act rapidly. Head left first 
and slay the two gehreleths, then 
return to the right side. Simply 
follow along the eastern wall, 
helping all the people you pass 
along the way. Unless you made 
yourself invulnerable, encounter- 
ing the Fiend from Moridor’s Box 
has probably left you more than a 
little bloody, so check the western 
buildings for places to rest. 
Spend as much time as you 
please killing the creatures, for 
they will keep coming. Wade 
through the chaos as best you can 
until you reach your destination: 
the Administration building in 
the north. Having slain the Fiend 
from Moridor’s Box, you can rest 
easy; the remainder of the game 
will be a cakewalk in comparison. 
Work your way through the 
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After the Fiend from Moridor’s Box, the remaining bosses are easy. 


peasly creatures that populate the 
first floor. On the second floor, 
mages ought to open the door 
and cast a swarm curse or area 
poison spell. Warriors can just 
plug the doorway and smash 
anything that tries to get past 
them. Check everything, for there 
is a trapped and locked desk with 
10 magical weapons stored away 
(third floor). Trias is not far 
ahead. Vhailor is a hassle here, so 
you may wish to leave him 
behind. Speak to Trias and you'll 
be forced to defeat him in com- 
bat. He will submit, allowing wise 
characters to redeem him for 
375,000xp, but you'll have to kill 
him if you want his sword. Either 
way, you should get the ninth 
level Celestial Host spell. 
Defeating Trias is easy; he’s only 
worth 20,000xp. 

Now that you know the location 
of the Fortress of Regrets, you are 
free to proceed to the Mortuary at 
any time. Before you head to the 
Fortress, you will want to check 
out the Siege Tower in the Lower 
Ward. The enslaved golem will 
demand you free him. If you have 
the Modron Cube, give that to the 
golem in order to release him. 
Keep a free item slot on your main 
character, or you will have to re- 
enter to the Siege Tower (when 
you are not supposed to be able 
to return). Freeing him will grant 
you the Entropic Blade, a non- 
aligned morphing weapon. 
Exploring the world will result in a 
number of little occurrences, but 
nothing is required. If you wish to 
explore the world again, there are 
a number of little events spread 
across the various areas. 


This place again...? 
Travel to the Mortuary for a final 
time, and return to the room in 
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cast area spells. 


Find Deionarra in the Fortress and she will enhance the Wedding Ring. 


which you first woke. Before enter- 
ing the portal, make sure you have 
the following items: the Bronze 
Sphere, Immortal Blade, 
Deionarra’s Wedding Ring, lots of 
clot drops and maybe some char- 
coal charms (good align). Entering 
the portal will split your team, and 
you are forced to continue alone 
with the Nameless One. Follow the 
east path first, and you will find 
Deionarra to the south. She 
enhances the wedding ring, and 
tells you some important informa- 
tion. Now you are ready to enter 
the western room, which is popu- 


| lated with a few dozen greater 


shadows (10,000xp each). Decide 


whether you want to kill them or 
avoid them. Warriors can simply 
walk up to them and hack away, 
while mages should run around 
the map and lure at least a dozen 
at once, and then toast them all 
with a Chain Lightning Storm (use 
EED first). Cast a Missile of Patience 
to finish off any survivors. If you 
get trapped in a corner, use clop 
drops to make yourself invulnera- 
ble to slashing. 

In order to leave the area, you 
must flip the four switches. The 
first of these is to the right of 
where you enter the room. 
Flipping a switch will teleport 
you to a different location. After 


PCS eaten SSE see : PMY ach MR TNT ee a A 
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the first switch, the second switch 
is to your right. Go northeast to 
the third switch (upper right), 
west to the fourth switch (cen- 
ter), and then into the portal by 
the third switch. 

This room is relatively simple. 
The Nameless One will face one 
opponent: Vhailor (evil align) or 
Ignus (good align). Although they 
will be strengthened, there is little 
challenge, especially with Ignus. If 
necessary, use charcoal charms or 
clot drops. Slay your foe and 
check the northeastern area of the 
room for the Sounding Stone (hid- 
den behind a statue). Listen to 
everything it says, get the items it 
mentions, and click on the crystal 
in the center of the room. 

Next you will encounter a 
rather usual set of characters. Talk 
to each one in turn and trick them 
into letting you absorb them. 
Successfully taking all three of 
them will give you +lint, +2wis, 
+Isty and +Icon. Assuming you still 
have the bronze sphere, life is 
going to be really easy for you 
from now on. Use it and you'll get 
a nifty little surprise. Speak to 
Deionarra to leave. 

No matter where you asked to 
go, you will meet up with your 
friends in the next area. They 
don’t appear too helpful, though. 
Speak to your adversary, and be 
prepared for what lies in store. Not 
much, unfortunately. Slay him sin- 
gle handedly if you wish, but you 
will definitely want to save first. 
There are at least half a dozen 
ways to defeat him, such as the 
immortal blade, bronze sphere, 
and a variety of dialogue options. 
Choose whichever one you like 
best, then sit back and watch the 
credits scroll... but don’t forget to 
reload and find all the endings. 
—David Ryan Hunt 


The Love Edition 


“For Mature Readers” 

Today, | bought my first issue of 
Computer Games Magazine. | 
started reading it on the way 
back home and was so thrilled to 
see such a great magazine as 
soon as | got home, | dropped a 
subscription card into the mail- 
box and went back to reading. 
The magazine isn’t full of cheesy 
comedy acts in it or pictures of 
half-nude women or biased 
reviews. | have subscribed to a 
few other magazines and they do 
not compare to the quality that 
you give your readers. 

Your magazine is definitely one 
| will continue to read and tell oth- 
ers about. Just wanted to say 
thanks for delivering a ‘mature’ 
gamer’s magazine. 

Michael Crump 


There’s a lot of love in this month's 
Rebound. Except for this first let- 
ter, which really transcends inco- | 
herence and moves into the realm 
of the surreal... 


Demon visits 
| receive your magazine in the 
mail. | don’t play computer, or 
other electronic games, so | have 
no use for it. And some of the 
stuff in it is horrifying to the | 
point | don’t allow it to even ! 
spend a night in my house. There 
is certain literature / do not allow 
in my home—it can induce 
unwanted demon visits. [Are 
there such things as “wanted” 
demon visits? —ed] 
Name Withheld 
For No Apparent Reason |, 


Boo! —ed 
| You might want to skip pages 56- 
The love fest 58 too. —ed 
I'm writing this letter to inform 
you that this is the best magazine | Tough love 


ever created by mankind. Anyone 
that wants to argue should light ! 
themselves on fire. 

Most of all Rebound is one of 
the best things in this magazine, | 
besides the reviews. So keep the 
funny comments coming. 


| want to congratulate you on your 
terrific magazine. Now for my 
complaints. | don’t mean to bea 
nag or anything, | found the most 
absurd errors in issue 111. For 
example, you rated Asheron's Call 
3/2, where in the top ten sellers it 
clearly stated 4'/2. There were oth- 
ers, and these silly mistakes are 
inexcusable; almost, since | love 
your magazine so much. But even 
a foreign illiterate (no offense to 
foreigners or illiterates) could rec- 
ognize these mistakes. Clean up 
this mindless drivel and keep up 
the good work. 


T¥s. 


Flattery will get you everywhere. —ed_ | 


“For Men” 
Yours is the only real magazine 
for gamers, the only one with 
real articles. Yeah, pictures of 
models and movie stars are nice, 
but | could buy Playboy for that! | 
[And at least those models and 
celebrities are actually naked. 
—ed] And |’m not convinced, 
despite their best efforts, that 
the editors and writers of some 
of the other magazines are the 
coolest, hippest cats on the 
planet, and | should endeavor to 
be more like them. Sometimes, | 
think they're all a pack of Maxim 
magazine rejects. 
Anyway, good work; keep it 
up. Yours is the one worthwhile 
computer gaming magazine 
out there. 
Brian Anderson 


Andrew The Greek 


P.S. Give Steve Bauman more 
money. Pleeeaaaase! If you don’t | 
' won't subscribe again. 

The 32 star rating for Asheron's 
Call was incorrect. The correct 
rating is 4/2 stars. We regret 

the error. 

As for other errors, we do not 
mean to make light of what we do 
realize is a problem with the mag- 
azine. We are making efforts to 
address the issues of typos and 
other niggling problems, and 
hopefully there will be marked 
improvement in coming months. 
In fact, by the time you read this, 
we will have added something 
called a “copy editor” to our staff. 


Um, you might want to skip pages | 
56-58. —ed ! 


We understand he will help us 
eliminate misteaks. 

As for the P.S., you're obviously 
of superior intelligence, and surely 
popular with potential mates 


(regardless of sex). And I’m not 
| just saying that because you're 
saying nice things about me. —ed 
(who may or may not be Steve 

Bauman, but probably is) 


Gaming drugs 
In reference to the magazine’s 
subscription advertisement in 
the January issue [CGM 110, 
pg. 69, huh huh] which 
claims that your magazine 
“[is] a gaming magazine on 
steroids,” | have a few ques- 
tions. With the known adverse 
affects of steroids, are your 
magazine’s testicles and 
penis shrinking? Are they 
already small in size? [Hey 
now, watch it! Let’s not, um, 
go there.... —ed] If the 
steroids are estrogen-based, 
are its breasts enlarging? 
Clearly you must be aware of 
the negative implications and 
reference for posting such an 
advertisement. | certainly 
would not claim steroid use for myself. 

So, as I sit here at work, | have brainstormed some new advertise- 
ment slogans for your magazine. How about: 

“The magazine you wouldn’t trust to date your daughter/sister? 

“The toilet plunger of gaming magazines.” 

“More gaming advice than those geeks at Software etc (and we 
wont try and sell you a hintbook for 20% off).” 


| will try and come up with some more. 
Until then! 


Ted H. 


OK, you got us. We secretly control the market for “Gaming Steroids, ” 
drugs designed to pump-up gamers in all the “right” places. While 
the unfortunate side effects, which you listed, continue to make them 
the butt of even more jokes, they don’t seem to mind. Our fine all- 
natural drugs give them more frags per minute than one of those 
advanced mousing surfaces. Or practicing. 

But we do agree that the advertisement is lacking. In our copious 
free time (OK, we spent three minutes doing this), we came up with 
some alternate advertising slogans: 


“Continuing our pursuit of the irreverent and irrelevant.” 
“We do this because we care.” 
“Oh, like you were going to buy something useful?” 
“We suck less than those other guys!” 
“Less painful than invasive surgery!” 
“More typos for your gaming dollar!” 
“We have no marketable skills, so please support us.” 
“Kids, this is your brain on drugs. 
“After a nuclear war, your precious gaming web sites won't be usable 
as toilet paper, will they?” 
Send in your own favorites! It’s fun! —ed 
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‘DUKE NUKEM FOREV 
ER’ Duke is back and 
badder than before in this ja 
retooled sequel. Dr} 

Proton has taken over 
Area 51 & nuked Las 
Vegas. Making use of the 
Quake II engine, the team 


: t | : v ov. | a 
at 3D realms promises 
not to fieannoun with i U | [ G “| . 
new weapons, new vil- 
lains, and full 3Dfx sup-| ours 
port.. Multiplayer options " 24 k 
& incredible lifelike envi- im Ope q Wee 
ronments. : 1 pays 
GT Interactive (Action) COMPUTER GAMES: ACTION 
Release: 2/00 i ILE : RELEASE Price TITLE : RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE Price 
PC CD Abomination 10/99 $27.95 Heavy Metal 04/00 $46.99  SHOGO: Mobile Armr Div 10/98 $36.99 Thief Gold: Dark Projet 11/99 $21.95 
a ' — — = - Agent Armstrong 01/00 $12.99 Heretic 2 12/98 $19.99 Slave Zero 12/99 $28.95 Thief: The Dark Prict 12/98 $14.99 
DAIKATANA’ Slash your way Alien Ressurection 02/00 $48.99 Hexen 2 09/97 $26.99 Soldier 01/00 $46.99 Tomb Raider 11/96 $6.99 
through time with the aid of your Alien Vs Predator 06/99 $29.99 Hexen 2 Hexmaker 02/98 $29.99 Soldier of Fortune 02/00 $42.95 Tomb Raider 2 11/97 $14.99 
trusty sword. Chase down the evil Battlezone 03/98 $19.99 Hexen 2: Portal Praevus 04/98 $24.99 South Park 03/99 $28.95 Tomb Raider2Gold 06/99 $18.95 
Dr. Benedict through 4 different Battlezone 2 12/99 $39.99 Hidd Dang Missn Pk 02/00 $27.95 Spec Ops 2 11/99 $35.99 Tomb Raider 3 11/98 $18.95 
eras. Advance in multiple skill levels Battlezone Level Pack © 04/99 $18.99 Hidden & Dangerous 07/99 $39.99 Spec Ops: Rngrs Ld Way 04/98 $17.99 Tomb Raider 4 12/99 $28.95 
such as Attack Power, Attack Battlezone: Red Odyssey 04/99 $28.95 Hitman: Codename 47 03/00 $34.99 Spec Ops:Ranger Gold 11/99 $27.99 Tomb Raider Gold 03/98 $14.99 
Speed, Running Speed, Maximum Blood 2 12/98 $34.95 Interstate 76 03/97 $9.99 Tomb Raider Lost Artfct 02/00 $17.95 
Health and more. Incredible graph- Blood 2: Nightmare Lvis 03/99 $18.99 Interstate 76 Arsenal 03/98 $12.99 Star Trk DSQFallen 03/00 $38.99 Turok Dinos Huntr2 02/99. $39.99 
ics and challenging artificial intelli- C&C Renegade 03/00 $44.99 Interstate 82 11/99 $34.95 Star Tk Kingon Acadmy 04/00 $42.99 Unreal 06/98 $22.99 
gence. Carmageddon 07/97 $18.99 Kingpin: Life Crime 07/99 $28.95 — Starlancer 04/00 $42.95 Unreal Gold Bundle 03/00 $28.95 
Carmageddon 2 11/98 $39.99 Maximum Overkill 06/00 $44.99 Starship Troopers 12/00 $42.99 Unreal Level Pack 07/99 $19.99 
Eidos (Action) a mete “eee oes eoooe ‘THIEF Il: THE METAL AGE’ You 
Release: 3/00 mempmmed . on ; play Garrett, the master thief in a 
PC CD Delta Force 10/98 $19.99 Midtown Madness 05/99 $39.99 quest to make a living at what you 
Delta Force 2 11/99 $37.95 Mob Rule 08/99 $38.95 | do best - stealing things. Features 
[‘HALF LIFE: TEAM FORTRESS 2: ee ae, NU 12/99 $89.99 lartificial intelligence, all new story 
BROTHERHOOD OF ARMS'- Go mania ee = os : line, renderer enhancements, & a 
: . Descent 4 03/00 $45.99 Oni 02/00 $44.99 é ; 
into battle as part of a cohesive Niaseonif Pieeenues 06/98 $11.95 Prey 01/00 $39.99 cooperative multiplayer mode that 
squad of fellow warriors. Assume a ee ner 10/99 $28.95 Quake 11/96 $19.99 allows players to tackle . A special 
f 12 roles, each with unique F . . = oo sept coat aie ed ane difficulty level adds multiplayer- 
oan & weaknesses. If you're TEA J Dre ar night went OS BABE Leake? 297 $17.95 ee objectives, puz- 
looking for a straight-up fight poraenwoen or ates Die by the Sword 03/98 $18.99 Quake 2 Mission Pk 1 06/98 $12.99 zles, and traps that require eobini. 
: : Die Hard Trilogy 2 03/00 $28.99 Quake 2 Mission Pk 2 09/98 $12.99 ’ : 
choose Marine or Commando. She 4 sansttan lars eg SEU Genie deem 06/99 $28.99 nated action to defeat. 
Prefer the shadows? Be a cunning i a. oo ;, | Eidos (Action) 
; rakan 08/99 $29.99 Quake 3 Arena 12/99 $39.99 5 
Spy or Sniper. Focus the raw force Driver 10/99 $2999 Quake Mission Pack1 03/97 $14.99 | Mel@ase: 4/00 
of has team s talents through Duality 04/00 $46.99 Quake Mission Pak 2 04/97 $15.99 Pc CD 
communication and strategizing. Duke 3D Nuclear Wnter 03/98 $15.99 Rainbow Six Gold 06/99 $24.95  Starshot 08/99 $27.99 
ae arty Duke 3D Plutonium Pk 12/96 $15.99 Rebel Moon Revolution 08/99 $36.99 _Starsiege Tribes 2 02/00 $42.99 Urban Chaos 12/99 $28.95 
Pc cD. / Flash Point 03/00 $37.99 Rebel Moon Rising 06/97 $19.99  Starsiege: Tribes 12/98 $24.95 Virtual Encounter 01/00 $9.99 
Half Life 11/98 $19.95 Red Fury 02/00 $42.99 SWAT 3: Close Quarters 11/99 $34.99 Warzone 2120 02/00 $39.99 
‘STAR TREK: KLINGON ACADE- — Requiem 04/99 $29.99 System Shock 2 08/99 $38.99 Wolfenstein 3D 03/98 $17.95 
MY’ All New 3D Engine includes a ‘ap Pee Half-Life Team Fortress 2 03600 $42.99 Resident Evil 10/97 $19.99 — Tachyon: The Fringe 03/00 $36.95 Worlds Scariest Plc Chases04/00 $42.99 
30 mission, solo-play campaign & ¥: } yy RY % ¥ Halo 03/00 $44.99 Resident Evil 2 03/99 $29.99 Take No Prisoners 10/97 $6.99 Wrhmmr 40k Agents Dth 12/99 $42.99 
multiplayer moda. Featuras 30 iN ij i \| ne U N] Heavy Gear 2_ 06/99 $19.99 Rogue Spear . 10/99 $35.99 ni X-Com Alliance 04/00 $42.99 
interactive space terrain, innovative ~ tll \* | COMPUTER GAMES: SIMULATION 
Shee heed siete pao eee ALE MY 3D Railroad Master 10/98 $49.99 Gunship 3 03/00 $42.99 Need Speed 5 03/00 $37.99 
and 4 comprehensive mission ane: 3D Ultr Rdo Cntri Reng 09/99 $19.99  iF/A-18 CSF 08/98 $37.99 Motocross Madness 2 12/99 $42.99 Nuclear Strike 11/97 $14.99 
tor. Create your own missions or Aces: X-Fighters W95 01/00 $42.99  iF-22 Raptor 07/97 $8.95 Motorhead 03/99 $16.99 Panzer Commander 05/98 $12.99 
‘even an entire campaign featuring Across the Rhine 08/95 $9.99  iF-22 v5.0 03/98 $35.99 MS CFS Battle Midway 08/99 $28.99 
all 6 races, diverse terrain and over | AMA Superbike 09/99 $34.99 |ndependence War 09/98 $18.95 MSCFS Combat Exp Pk 10/99 $19.99 Privateer 2 SE 12/97 $18.95 
50 starships. Apache Havoc 04/99 $39.99 ndependence War 2 05/00 $44.99 MS Flight Sim 2000 10/99 $38.99 Privateer 3 01/00 $52.99 
Interplay (Action) Apollo 18 03/99 $35.99 MS Flight Sim 2000 PE 10/99 $59.99 Pro Pllot 2000 12/99 $39.99 
Release: 4/00 Armored Fist 2 10/97 $14.95 Interceptor 03/99 $26.99 MSFS98Afrcn Safri 02/99 $24.95 RIC Pilot 02/99 $99.99 
PC CD Armored Fist 3 10/99 $17.95 Panzer 44 04/98 $9.99 MS FS 98 Air Force One 09/98 $29.99 Red Baron 2 12/97 $5.95 
ATF Gold 03/97 $12.99 Jane's F/A-18 01/00 $39.99 MS FS 98 Air Races 04/99 $18.99 Redline 03/99 $8.99 
ie is =a B-17 Flying Fortress 2 03/00 $38.99 Jane's USAF 10/99 $38.95 MS FS 98 Airbus 2000 01/00 $29.99  ReVolt 09/99 $33.99 
Neca po fatter ena Battlecruiser Millenium 04/00 $44.99 Jet Fighter 3 Classic 10/99 $14.99 MSFS98CoPilot2 02/00 $29.99 Sand Warriors 09/97 $19.99 
Without radar-guided missiles, Caesar's Palace 2000 01/00 $27.99 Jet Fighter 3 Missn 05/97 $25.99 MS FS 98 Flight Bag 05/99 $29.99 — Silent Hunter 2 02/00 $47.95 
you'll need to get in close to blow | Castrol Honda Sbike 2000 09/99 $42.99 Jet Fighter 3 Platinum 11/97 $34.99 MS FS 98 FSGlobal Scnry 12/99 $29.99 Spearhead 09/98 $14.95 
your opponent from the skies: & at i Castrol Honda Superbike 05/98 $29.99 Jet Fighter 4 04/00 $44.99 MSFS98Grnd Canyon 12/99 $19.99 Spearhead Exp Pack 02/00 $22.99 
a speed of 1000mph, that's not Comanche 3 04/97 $17.99 Jet Fighter Full Burn 07/98 $19.99 MSFS98MegaScenery 11/98 $31.99  Starsiege 03/99 $14.99 
going to be easy. Features scaleable Comanche 4 04/00 $38.99 Ka-52 Team Alligator 03/00 $28.95 MS FS Airbus 2000 12/99 $22.99 Steel Beasts 04/00 $44.99 
involvement, real dynamic cam- ' Comanche Gold 05/98 $29.99 Luftwaffe Commander : 12/98 $24.99 MS FS Custm Pani Dsgn 12/99 $28.99 SU-27 Flanker 2 11/99 $39.99 
paigning, 8-12 player head-to-head “i You! Red Baron 12/98 $9.95 ‘SILENT HUNTER II’ recreates the | Bla? Finkr 2 Add-On 02/00 $29.99 
: ; Dawn of Aces 12/98 $14.99 : SU-27 Squadrn Comm Ed 10/97 $25.99 
network play, over 100 aircraft in | battles between Hitler's U-boat a Cate Cosamanaay Nek 04/95 $16.99 
the skies at any one time, & incred- a nmr eines force & Allied convoys. Multiplayer = —S Tose inci 06/98 $19.99 
ibly complex enemy Al routines. ame eee v=’ 2'**> | mode for hot action & cooperative | Gary: = th P 
Empire (Simulation) Enemy Enggd Cmnch Hm01/00 $39.9 slate aden siae Internal ‘ep CER So ry Test Drive 5 12/98 $18.95 
Release: NOW Preme Assault «O97 $29.99 | aiitinle sadifficulty leveles ok 7 NES 12A9 $28.95 
Pe CD Se Serveon Gre <6 hated namie camsn com oe ee 
‘F/A-18E SUPER HORNET’ A high | F-16 Agressor 06/99 $19.99 pa ES a Le Total Adrenaline:Drg Reng 10/99 $18.99 
performance, multi-role jet fighter F-22 ADF Red Sea Ops 10/98 $12.95 is Tour Car Challenge 10/99 $22.99 
capable of precision weapons deliv- | __ F-22 ADF/ Red Sea Bndl 12/98 #179 : Try ay Train Dispatcher 2 08/98 $39.99 
ery in day, night and adverse weath- F-22 Lightning 2 09/96 $14.99 | SILENT HUNTER |] Ultimate Racing Pro 03/98 $22.95 
Pe F-22 Lightning 3 05/99 $19.99 : ; : 2 : eR Vitrual Pool Hall 12/99 $27.99 
er conditions. Take-off and landing es ee mae WTS Mindscape (Simulation) : = Miininie 04/99 $8.95 
on the world's first fully interactive || 7. a pocetacinee c/9/ $19.99 Release: 3/00 : ater ty aheaigs ; 
carrier deck, 40 missions, 2 war \.. le F22 Total Air War 10/98 $14.95 aan 2 tN es =e | Wild Metal Country 03/00 $42.95 
zones, Multi-player head-to-head =e F22/EF 2.0 Bundle 01/99 $18.95 Wing Comm 5: Prophcy 12/97 $19.99 
network play for up to 24, & cut Falcon 3 Classic 10/97 $9.99 M1 Tank Platoon 2 04/98 $18.99 MS FS Global Scen Upgrd 12/99 $29.99 Wing Comm 5: Prpcy Gld 10/98 $37.99 
ting-edge weaponry. Falcon 4.0 wBinder 12/98 $18.95 M1 Tank Platoon 3 04/00 $42.99 MS FS98 Fly the Best 08/99 $28.99 World War 02/00 $44.99 
Fighter Duel 2 01/00 $44.99 Mt1A2 Abrams 03/97 $6.99 MSCombatWings\OverChina01/00$19.99 
Flight Unlimited 3 09/99 $28.99 Mars Maniacs 02/00 $36.99 Nascar 2000 03/00 $36.95  X-Car Exprmntl Ren 08/97 $9.99 
; : FLY! 08/99 $27.95 MechWarrior 2 07/95 $12.99 NASCAR Legends 11/99 $39.99 X-Com Interceptor 06/98 $3.99 
Hepler ll ga Flying Heroes 04/00 $44.99 MechWarrior 2 Exp Pck 12/95 $11.99 Nations Fighter Command 12/99 $33.99 X-Wing Alliance 03/99 $39.99 
PC CD G-Nome 02/97 $12.99 Need for Speed 3 09/98 $18.99 X-Wing Collector 11/94 $18.99 
Grand Prix 500 02/00 $28.99 MechWarrior2 Mercnries 09/96 $12.99 Need for Speed 4 06/99 $42.99 X-Wing Collector's Srs 06/98 $29.99 
SPlus400Pq1 ©2000 CHIPS & BITS. INC. 
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COMPUTER GAMES: STRATEGY 


TITLE 


1830 RR/Rbbr Baron 
AlWars - The Awakening 
Age Empires Fin! Congst 
Age of Empires 

Age of Empires 2 

Age of Empires Gold Ed 
Age of Emprs Rise Rme 
Age of Wonders 

Airline Tycoon 

— 


Maxis (Strategy) 
Release: 2/00 
PC CD 


Alien Intelligence 
Alpha Centauri 

Alpha Cntri Alien Crssfre 
Ancnt Cnast: Gldn Fice 
Armored Moon 

Army Men 

Army Men 2 

Army Men 3 

Army Men Air Attack 
Axis & Allies 

Axis & Allies Iron Blitz 
Aztec 

Battlcruiser Online 
Battle Isle 4 
Battlecrser 3000 AD V2 
Battlecruiser 3000 
Battlecruiser 3020 AD 
Battles of Destiny 
Black & White 

Blood & Magic 
Braveheart 


C & C Red Alert 

C&C 

C&C 2 Tiber Sun Pltmn 
C&C 2: Tiberian Sun 
C&C Gold Bundle 

C&C Gold W95 

C&C Red Alert Arsn| 


C&C Sole Survivor Online 


C&C Worldwide Warfre 
C&CTiberian Firestorm 
Caesar 2 

Caesar 3 

Capitalism Plus 

Chess Grandmaster 
Civ 2 Fantasy Worlds 


Civ 2 Multiplayer Gold Ed 


Civ 2 Test of Time 
Civilization 
Civilization 2 
Civilization 2 Scen 
Civilization 3 

Civilztn Call Pwr Miss 
Civilztn Call to Powr 


Pann CuIpCc © RITC INC 


RELEASE 


04/95 
02/00 
07/98 
10/97 
09/99 
04/99 
11/98 
11/99 
01/00 


12/00 
02/99 
10/99 
06/99 
02/98 
05/98 
03/99 
10/99 
02/00 
09/98 
11/99 
01/00 
09/00 
08/00 
12/98 
10/96 
08/00 
11/92 
01/00 
11/96 
08/99 


11/96 
09/95 
08/99 
08/99 
11/98 
02/97 
12/98 
12/97 
12/98 
03/00 
09/95 
10/98 
05/97 
10/99 
11/97 
12/98 
08/99 
12/95 
03/96 
11/96 
05/00 
02/00 
04/99 


PRICE 


$19.99 
$42.99 
$18.99 
$29.99 
$44.99 
$39.99 
$24.99 
$34.95 
$39.99 


$42.99 
$34.99 
$24.95 
$29.99 
$26.99 
$26.99 
$27.99 
$24.99 
$39.99 
$12.99 
$27.99 
$38.95 
$46.99 
$42.99 
$17.99 

$8.99 
$42.99 

$3.99 
$48.99 
$14.99 
$26.99 


$18.99 

$5.99 
$51.99 
$29.99 
$19.99 
$14.99 
$26.99 
$19.99 
$28.99 
$28.99 

$9.99 
$29.99 

$8.99 
$29.99 

$8.99 
$18.99 
$25.99 

$9.99 
$19.99 

$6.99 
$44.99 
$29.99 
$28.99 


TITLE 


Cmmndos:Bynd Call Duty 


Colonization 
Colonization 
Colonization W95 
Commandos 
Commandos 2 
Conflict of Nations 
Conquer 

Conquered King SD1 
Conquered Kingdoms 


RELEASE 


04/99 
09/94 
11/94 
06/99 
09/98 
02/00 
01/00 
06/93 
06/93 
11/92 


PRICE 
$19.99 
$7.99 
$14.99 
$7.99 
$24.99 
$34.99 
$39.99 
$9.99 
$8.99 
$9.99 


TITLE 
Gms Email: Risk 
Grandest Fleet 
Hero MM3 Amgdn Bld 
Heroes 3 Expansion 2 
Heroes M&M 2 Exp Pk 
Heroes M&M 2 Gold 
Heroes of M& M3 
Hidden & Dangerous 2 


Homeworld 


RELEASE 
11/99 
06/94 
10/99 
03/00 
05/97 
12/98 
03/99 
04/00 


09/99 


PRICE 
$14.99 

$6.95 
$24.99 
$39.99 
$17.99 
$18.99 
$27.95 
$42.99 


$32.95 


Conquest Earth 
Conquest New Wrid DIx 
Corsairs 

Creatures 2 

Creatures 2 Deluxe 
Creatures 3 

Crusaders Mght&Magic 
Cutthroats 

Dark Colony 

Dark Reign Futre War 
Dark Reign MP 1 

Dark Reign MP 2 
Diplomacy 

Disciples: Sacred Lands 
Dominant Species 
Dune 2000 

Dungeon Keeper 2 
Earth 2140 

Emperor of Fadng Suns 
Evolution 

Extreme Tactics 
Farmland USA 

Fleet Command 


Force Commander 
Fragile Allegiance 
Galilean Conflict 
Gangsters 

Global Domination 


09/97 
11/96 
10/99 
09/98 
05/99 
10/99 
12/99 
09/99 
08/97 
09/97 
04/98 
12/98 
12/99 
10/99 
10/98 
09/98 
06/99 
10/97 
01/97 
01/98 
10/98 
08/99 
05/99 


03/00 
03/97 
10/99 
12/98 
11/98 


Imperialism 
Imperialism 2 
Imperium Galactica 2 
Invictus 


Jag Allc 2:Unfsh Busness 


Jaggd Allnc Ddly Game 
Jagged Alliance 2 
Jutland 

Knights & Merchants 
Legend of the Five Rings 
Liberation Day 

Lords Realm 2 

Lords Realm 2 Exp Pk 
Lords of Magic 

Lords of Magic SE 
MAX 

MAX 2 

Magic & Mayhem 
Magic:the Gathering 
Master of Orion 


MechCommander 
MechCommd Gold 
Metal Fatigue 
Myth 

Myth 2 v1.1 

Noble Armada 
Outpost 2 
Pharoah 


08/97 
03/00 
12/99 
02/00 
09/96 
07/99 
05/93 
10/98 
02/00 
03/98 
11/96 
06/97 
12/97 
11/98 
12/96 
06/98 
05/99 
03/97 
11/94 


07/98 
09/99 
03/00 
11/97 
01/99 
04/00 
09/97 
11/99 


‘THE SIMS’ Create an endless variety of characters 
& families. Make friends, have conversations, insult 
neighbors, have children. Build the home of your 
dreams with powerful design tools. Decorate walls 
and floors. Create a private paradise with landscap- 
ing tools. Buy hot tubs, swimming pools, lava 
lamps, pool tables, & giant-screen TV's. Over 150 
different objects to furnish your homes & keep your 
Sims happy. 


$7.95 
$18.95 
$38.95 
$39.99 
$29.99 

$9.99 
$28.95 

$8.95 
$19.99 
$42.99 

$9.99 
$14.99 
$19.99 
$14.99 
$24.99 

$8.95 
$25.99 
$32.99 

$9.99 
$17.95 


$14.99 
$28.99 
$42.95 

$8.95 
$27.99 
$39.99 
$12.95 
$37.95 


‘WARCRAFT III’ Wage war in a 
world with non-player characters, 


wandering 


monsters, 
| towns, & strongholds. Six races to 
| command including Orcs, Humans 


neutral 


& Demons, each with unique units, 
weapons. 
Expanded multiplayer options over 
Battle.net include more players per 
game & multiple game types 
including team play & questing. 


magical 


abilities & 


Blizzard (Strategy) 
Release: 8/00 
PC CD 


TITLE RELEASE 
Populous 3 11/98 
Profitania Deluxe 11/99 
RR Tycn 2: 2nd Century 05/99 
Railroad Tycoon 2 11/98 
Railroad Tycoon 2 Gid 09/99 


Railroad Tycoon Child Ed 02/00 
Reach for Stars 03/00 
Rebellion 03/98 
Risk 11/96 
Rival Realms 07/99 
Roller Coaster Tycoon 03/99 
Roller Cstr Tcy Exp Pk 11/99 
Ruthless.com 11/98 
SWAT 2 07/98 
Settlers 2 Gold 04/97 
Settlers 2 Mission Disk 03/97 
Settlers 3 Mission 2 10/99 
Seven Kingdms Anc Adv 06/98 
Seven Kingdoms 12/97 
Seven Kingdoms 2 10/99 
Shadow Company 10/99 
Shadow Watch 01/99 
Shadowpact 03/00 
Sim City 04/94 
Sim Theme Park World 11/99 
SimCity 2000 Spec Ed 04/97 
SimCity 3000 01/99 
SimSafari 03/98 
Spaceward Ho! 4 10/96 
Star General 12/96 


Star Trek GenBOFUK BOX 10/99 


Star Trk Armada 03/00 
Star Trk Gen Birth Fed 05/99 
Star Trk New Worlds 08/00 
Star Trk Starflt Comm 08/99 
Starcraft 04/98 
Starcraft Brood Wars 12/98 
Starcraft Insurrection 08/98 
Starcraft Retribution 01/99 
Stars Supernova 02/00 
Stars Twinpack 06/98 
Starship Diplomacy 10/99 
Sudden Strike 04/00 
TA:Kingdoms-lron Plague 03/00 
Theocracy 12/00 
Total Annhitn Kingdoms 06/99 
Total Annihilation 10/97 
Total Annitn Cr Ctgcy 04/98 
Total Mayhem 05/96 
Totl Annhlitn Btt! Tctcs 08/98 
Uprising 2 12/98 
Wages of War W95 11/96 
Wall Street Trader 12/99 
War of the Worlds 01/99 
WarBreeds 03/98 
WarCraft 2 Battle.net Ed 10/99 
Warcraft 2 12/95 
Warcraft 3 08/00 
Warcraft Orc/Humns 11/94 
Wargames 07/98 
Wargasm 01/99 


Warhammer ShadowHornRat01/96$12.99 


Warhmmr 40K Chs Gate 11/98 
Warhmmr 40K Rites War 07/99 
Warlords 3 08/97 
Warlords 4 09/00 
Warlords Battlecry 02/00 
Warlrds 3 Drk Lrd Rsg 08/98 
Warwind 2 11/97 
Warwind W95 10/96 
Warzone 2100 04/99 
Wooden Ship Iron Mn 10/96 
Worms 2 01/98 
X-Com Apocalypse 08/97 
X-Com Terr frm Deep 03/95 

94 


X-Com UFO Defense 06/ 
X-Com e-m@il 12 
X: Beyond the Frontier 01 


PRICE 
$18.99 
$29.99 
$18.99 
$26.99 
$37.95 
$39.99 
$37.95 
$28.99 
$18.95 


$12.99 
$24.95 
$17.95 

$2.99 
$17.99 
$19.99 
$11.99 
$24.99 
$34.99 
$35.99 
$18.95 
$18.95 
$39.99 
$39.99 
$12.99 
$37.95 
$18.99 
$38.99 
$19.99 

$8.95 

$8.95 
$29.99 
$42.99 
$27.99 
$39.99 
$38.95 
$24.95 
$21.99 
$19.99 
$19.99 

32.99 
$27.99 
$42.99 
$39.99 
$19.99 


37.99 
$24.99 

$8.99 
$21.99 

$6.99 
$19.99 
$19.99 

$6.95 
$28.95 
$24.99 

$6.99 
$18.95 
$19.99 
$46.99 
$12.99 
$39.99 
$24.99 


$27.99 
37.99 
$8.95 
$48.99 
$42.99 
$37.99 
$12.99 
$8.95 
$29.99 
$29.99 
$8.99 
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‘STAR TREK: ARMADA’ 
The Borg have returned! 
You are in charge of the 
fleets of the Federation, 
Klingon, Romulan & 
Borg ships that will 
wage this epic battle. 
Build starships, con- 
struct space stations, & 
_| research special 
weapons to lead your 
side to victory. Along 
the journey you will sur- 
vive a Klingon civil war, 
Romulan subterfuge 
and the Borg's search 
for perfection. The 


future is in your com- 
mand. 


Activision (Strategy) 
Release: 3/00 
‘PC CD 


‘REACH FOR THE STARS’ Turn- 
based strategy of galactic explo- 
ration, colonization & conquest. 
Dive into the immense range of 
player controlled game parameters 
or simply focus on galactic explo- 
ration and enemy destruction. 
Features more than 30 preset sce- 
narios, 16 unique species, a diplo- 
matic system, network play, a pow- 
erful scenario editor and tactical 
combat. 
Mindscape (Strategy) 
Release: 4/00 
PC CD 


‘METAL FATIGUE’ Real-time strate- 
gy that follows the story of 3 broth- 
ers on opposite sides of a war over 
the riches of a long dead alien civi- 
lization. Set in a 3D world with mul- 
=" tiple camera angles, reconfigurable 
: Combots; 3-Level Play, & a pre- 
@@ build phase that gives you enough 
m time to establish your base before 
= being attacked. Manage units & 
resources across 3 levels of play 
simultaneously. 
Psygnosis (Strategy) 
" Release: 4/00 
PC CD 
‘AGE OF EMPIRES II: AGE OF 
KINGS’ Control the destiny of 
see humankind from the fall of Rome 
through the Middle Ages. Conquer 
enemy civilizations, accumulate 
wealth by trading & diplomacy, and 
build & defend wonders of the 
world. Create formations & garri- 
son units. Board & capture ships. 
Choose unit behavior with multiple 
aggresion levels. Includes random 
maps, campaigns, & scenarios. 
Microsoft (Strategy) 
Release: NOW 
PC CD 


H ‘HOMEWORLD’ combines  ele- 
=a ments of space combat, strategy, & 
action. Hundreds of years after 
aliens destroyed your planet & relo- 
cated survivors to the edge of the 
galaxy, a crystal starts to emit a 
faint signal to lead you to your 
homeworld. A immense mothership 
is built to carry millions home, to 
the unknown. Single play or up to 8 
players on-line. 


Sierra (Strategy) 
Release: NOW 
PC CD 


‘MAJESTY’ puts you in the hotseat 
of your own kingdom. With an epic 
quest before you, you make the 
decisions of where to build your 
settlement's guilds and temples. 
Recruit a cast of larger-than-life 
heroes, each with a mind of his 
own. Poor choices will leave your 
kingdom in ruin but a wise ruler will 
complete his quests, fill his coffers 
m and create a kingdom that will be 
remembered in song and story. 
Hasbro (Strategy) 
Release: 4/00 
PC CD 


‘DIABLO Il: INFERNO’ 
As one of 5 character 
types, you'll journey 
across distant lands, 
fight new villains, discov- 
er new treasures & 
uncover ancient myster- 
ies. Four, fully populated jm 
towns & _ wilderness im 
areas. Multiple dun- ie 
geons, caverns & crypts i 
in every town to explore. iam 
Expanded world filled fies 
with all-new quests, jim 
weapons, spells, armor, i 
monsters & non-player 
Characters. Full multi- 
player support, including 
Internet play  overf-. 
Battle.net. Optional 3Dfx 
support. 


Blizzard (Roleplaying) 
Release: 6/00 
PC CD 


COMPUTER GAMES: ROLE PLAYING 


‘ICEWIND DALE’ A single, or multi- 
player, RPG set in the Forgotten 
Realms. The game focuses more on 
Classic dungeon adventuring than 
on an overland quest. Features 
AD&D second edition rules, more 
than ten new, major, areas as well 
as several smaller locations to 
explore, and over 50 dungeon lev- 
els. Explore ice-filled mountain 
passes, geothermal cave systems, 
haunted Elven ruins, & more. 
Interplay (Roleplaying) 
Release: 5/00 

'PC CD 


‘EVERQUEST: THE RUINS OF 
KUNARK’ includes 20+ new zones, 
including newbie zones & zones 
filled with dragons; a huge array of 
Inew, visually stunning NPCs; a 
more detailed world; more anima- 
tion of objects throughout the new 
continent; and a new playable race, 
the Iksar. 

Sony (Roleplaying) 

Release: 6/00 

PC CD 


‘EVERQUEST’ 
Release: NOW 


‘VAMPIRE: THE MASQUERADE- 
REDEMPTION’ is based on the pop- 
ular tabletop role-playing game. 
Before your fall, you led a crusade 
against evil. 


series of brutal confrontations with 
your nemesis, Vukodlak, a powerful 
vampire lord. Multiplayer features 
include co-op play, & the option to 
play as the hunter or hunted. 
Activision (Roleplaying) 
Release: 4/00 

PC CD 


Now you've become fl 
One of the undead creatures you |™ 
battled-a Vampire. You must face a | 


| ‘PLANESCAPE TORMENT’ An 
immortal character suffers from 
amnesia & searches for his own 
past, identity & destiny. The player 
dies & finds himself resurrected 
with his memory erased. Someone 
or something is stalking the play- 
er's character & the player must 
figure out who, & what, keeps 
killing him. 


— (Roleplaying) 
Release: NOW 
PC CD 


‘CHAMPIONSHIP MANAGER 3’ 
Features realistic scouting simula- 
tion, historical data on clubs and 
players, new match engine and tac- 
tics editor, full youth team league 
Structure, ability to arrange pre- 
season competitions between play- 
ers or CPU teams, & expanded 
player profiles with hidden charac- 
teristics. Up to 16 players can play 
On one machine or via LAN. 


Eidos (Sports) 
Release: 2/00 
PC CD 


SPlus400Pg3 


TITLE RELEASE PRICE TITLE RELEASE Price TITLE RELEASE PRice TITLE RELEASE — Price 
AD&D Collector's Ed. 07/98 $15.99 Odium 11/99 $39.95 
Anachronox 04/00 $34.99 Fallout 10/97 $15.99 Planescape Torment 12/99 $39.95 Swords & Sorcery 01/00 $48.99 
Fallout 2 11/98 $24.99 Rage of Mages 2 10/99 $22.99 Swords of Heroes 01/00 $42.99 
Baldrs Gate: Tale Swrd Cst05/99 $18.99 Final Fantasy VII 06/98 $19.99 Realms of the Haunting 03/97 $19.99 Techno Mage 02/00 $39.99 
Baldur Gate w/EP 1 11/99 $38.99 Final Fantasy VIII 01/00 $39.99 [| : ; er 
Baldur's Gate 12/98 $24.95 Forgttn Rims Silver Ed 08/99 $28.95 acs pone pied ees - 
Blaze & Blade 02/00 $25.99 Gothic 01/00 $44.99 art ofa powerful nanosieelnoe ‘s 
Clans 09/99 $19.99  Gothica 09/99 $48.99 aie atainentesd Gee 
CyberJudas 07/96 $6.99  Hexplore 09/98 $12.95 
Cyclones 12/94 $14.99 Icarus: Sanctuary of Gods 11/98 $26.99 | @gen It's up to you to stop the 
Dark Stone 08/99 $29.99 Lands Lore 2:Grdns Dst 10/97 $14.99 | CONSpltators trom achieving their 
Darklegions 06/94 $9.99 Lands of Lore 01/94 $12.99 | 9oals. Travel the globe in a quest 
Demise Rise Ku'Tan 01/00 $42.99 Lands of Lore 3 04/99 $18.99 | fF knowledge, develop your char- 
acters strengths, build a network 
aus Ee Sone Betaes of allies to assist you, and deter- 
Diablo 01/97 $9.99 Legacy of Kain Bld Omn 09/97 $7.99 ; ; 
Legend of Blade Masters 04/00 $38.95 | Mlne when stealth and strategy are 
more important than action. 
Diablo 2 Expnsn Pck 02/00 $29.99 M&M Day of Destroyer 03/99 $39.99 lonStorm (Roleplaying) 
Diablo Bundle 10/98 $19.99 Middle Earth 03/00 $44.99 Release: 4/00 
Diablo Hellfire 12/97 $14.95 Might & Magic 6 04/98 $29.99 PC CD ‘ 
Diablo Vengeance Pack 02/00 $29.99 Might & Magic 7 06/99 $27.95 
Disciples of Steel 09/96 $5.99 Might & Magic 8 03/00 $44.99 The Summoner 02/00 $42.99 
Discovery:Gene Wars 02/00 $44.99 Mordor 2 01/00 $39.99  Septerra Core 11/99 $37.95 Ultima 9 Ascension 12/99 $39.95 
Dungeon Master 2 07/95 $15.99 Neverwinter Nights 05/00 $44.99 Shadowrun: Assassin 01/00 $46.99 Ultima Online: 2nd Age 11/98 $18.95 
Elder Scrolls 2 09/96 $12.99 Nox 02/00 $38.95 Shattered Light w/Book 06/99 $28.99 Wizardry Gold W95 05/96 $8.95 
COMPUTER GAMES: ADVENTURE | 
7th Guest 09/97 $8.99 Iron John Hawk 01/99 $9.99 Nightlong 11/99 $19.99 Riddle Master Lu 10/95 $3.95 
7th Guest 211th Hour 11/95 $5.99 Jack Orlando 12/99 $39.99 Nocturne 10/99 $32.99 Ring 07/99 $27.95 
Abe's Exodus 12/98 $28.95 Jewels IIUltimateChanllenge01/99$19.99 Of Light & Darkness 04/98 $24.99 Sacred Mirror of Kofun 11/96 $19.99 
Adrenix Crisis 07/98 $39.95 Jewels Of the Oracle 03/95 $19.99 Sanitarium 05/98 $17.95 
Alone in the Dark 02/93 $7.99 Journeyman Project2 07/95 $29.99 Outcast 08/99 $19.99 /99 $18 
American McGee's Alice 09/00 $46.99 Journeyman Project3 02/98 $18.99 Overseer 03/98 $19.99 Shadow Man 09/99 $21.99 
Amerzone 10/99 $37.99 KQ8:Mask of Eternity 12/98 $18.95 Pandora Directive 08/96 $18.95 Shannara 12/95 $34.95 
Animaniacs:A Ggntc Adv 06/99 $18.99 King's Quest Collection 11/99 $19.99 Patriot Games 02/99 $48.99 Shivers 2 04/97 $19.99 
Armed and Delirious 11/97 $8.95 — Lander 09/99 $24.99  Phntsmgria Stgefrght 04/99 $39.99 Simon the Sorceror 12/93 $8.95 
Atlantis 09/97 $32.99 Last Call 09/99 $39.99 Pirates! Gold 02/95 $19.99 Small Soldiers Sqd Cmdr 08/98 $19.99 
Azraels Tear 10/96 $5.99 Prince Persia Coll 11/95 $19.99  SoulBringer 03/00 $37.95 
Beavis & Butthd Do U 01/99 $16.99 Light Bringer 11/99 $16.99 Prince of Persia 3D 09/99 $23.99 Space Bar W95 07/97 $7.95 
Beyond Time 12/98 $18.95 Longest Journey 02/00 $39.99  Qin:Tomb Middle Kingdom07/96 $17.99  Spycraft W95 03/96 $19.99 
Black Dahlia 02/98 $29.99 Lost Vikings 2 05/97 $12.99 Queen: The Eye 01/00 $36.99 Star Trek SFA DVD 07/98 $44.99 
Blackstone Chroncles 11/98 $26.99 Morpheus 10/98 $38.99 Quest for Glory 5 12/98 $19.99 Star Trek SFA Mssn 04/98 $19.99 
Blade Runner 11/97 $19.99 Muppet Treasure Island 08/96 $35.99 Quest for Karma 02/99 $19.99 Star Trek: Vulcan Fury 01/00 $48.99 
Broken Sword 10/97 $19.99 Myst 03/94 $12.99 REAH 03/99 $35.99 Star Trk Str Fit Acad 09/97 $19.99 
Burn Cycle 09/95 $9.95 Myst 2 w/Hint Book 08/99 $14.99 Red Jack 09/98 $28.95 Starship Titanic DVD 08/99 $38.99 
Byzantine 10/97 $16.99 ; ; Starship Titanic wGde 04/98 $39.99 
Sara of Monkey Isle 11/97 $19.99 | WHEEL OF TIME’ Never before Str Trk: SFA Strgc Cmmd 05/99 $12.99 
Cyberia 2 09/97 $8.95 | fave the single and multiplayer Strshp Ttnc 1st Cls Crs Kt 10/99 $38.99 
Dark Earth 10/97 $8.95 | experiences of one see 7 Survival 11/99 $14.99 
Dark Half 01/00 $44.99 regia hafitales at sea Temujin 10/97 $14.95 
Dark Seed 2 12/95 $29.99 | 10 Yield DO Chestealy weenie Tender Loving Care -—-06/99._ $24.99 
Dark Side of Moon 12/98 $46.99 | tyPes of play. Four locations pro- iis The Crystal Key 11/99 $18.99 
Dead Unity o2/99 $45.99 | Vide @ backdrop for some of the The Forgotten Win/mac 11/99 $1 
t intense first person action & i ca ein iS aie 
Enemy Zero 10/98 $44.99 | MOS ) , Li Time Lapse Ancient Civ 10/96 $29.99 
F13 01/00 $27.95 | Md strategy you'll have this year. Titanic Jrny Out Time 11/96. $14.99 
Fable 03/97 $8.95 Tonic Trouble 10/99 $26.99 
Twinsen's Odyssey 07/97 $18.99 
Gorky 17 09/99 $44.99 ‘ . Under Killing Moon 11/94 $9.99 
ann pean 10/98 rate GT Interactive (Roleplaying) BEBE EIROSERS Venice Under Glass 12/00 $28.99 
Release: NOW (Ferien BE: oe 
Gruesome Castle 01/00 $47.99 |e ep Gis LEGEN Ss] 3 
Heart of Darkness 09/98 $9.95 Wolf Hunt Be Hunted 09/94 $10.99 
Hired Guns 02/94 $29.99 Myst 2: Riven 11/97 $27.95 Renta Hero 02/00 $25.99 X-Files Adventure Game 06/98 $19.99 
Hype: Time Quest 11/99 $26.99 Myst Mstrpce Edition 09/99 $28.95  Returnofthe Phantom 07/93 $2.95 Zero Critical 05/99 $19.99 
Indy Jones Infrni Mchne 11/99 $44.95 Nemesis 10/96 $12.95 Return to Krondor 12/98 $15.95 Zork: Grnd Inquisitor 10/97 $29.99 
Inherent Evil Hntd Htl 12/99 $18.99 Nerves of Steel 05/95 $15.95 Riana Rouge 01/98 $18.95  Zork:Nemesis 04/96 $19.99 
COMPUTER GAMES: SPORTS 
3D Hunting: Extreme 05/99 $18.99 Madden NFL 2000 09/99 $37.99  Profssnl Bull Riders 10/99 $19.99 Tiger 99 TPC Courses 08/98 $18.99 
3D Hunting: Grizzly 04/99 $19.99 MS Baseball 2000 04/99 $18.99 Tiger 99 Vegas Courses 12/98 $18.99 
3D Hunting: Trophy Game 04/99 $19.99 MS NFL Fever 2000 09/99 $19.99 Redneck Deer Huntin’ 08/98 $19.99 Tiger 99: Monterey Crs 03/99 $18.99 
3D Hunting: Whitetail 09/98 $18.99 NBA Basketball 2000 10/99 $45.99 Remington Top Shot 12/98 $18.99 Tiger Woods 2000 11/99 $46.99 
3D Ultr Mximum Minigolf 09/99 $29.99 NBA Inside Drive 2000 10/99 $46.99 Rocky Mtn Trophy Hntr 05/98 $17.99 Tiger Woods PGA Tour Clin09/99 $28.99 
NBA Live 2000 10/99 $37.99 Safari Hunter 09/99 $23.99 TNN Extreme Drag Racing 10/99 $19.99 
3D Ultra Pool 09/99 $39.99 NFL Blitz 2000 11/99 $44.99 Senior PGA Tour Golf 03/99 $19.99 Triple Play 2000 04/99 $19.99 
APBA Baseball 5 08/99 $42.99 NHL Championship 2000 10/99 $45.99 Sierra Sports Cart Racing 01/99 $19.99 Triple Play 99 03/98 $18.99 
FIFA Soccer 2000 11/99 $38.99 | NHL Hockey 2000 09/99 $37.99 Snowmobile Chmpshp 200009/99$18.99 Trophy Bird Hunter 10/99 $38.99 
Football Mogul 03/99 $19.99  Offcl Frmla 1 Reng 99 11/99 $24.99 Snowmobile Racing 12/98 $19.99 Trophy Buck 3D 10/99 $19.99 
Hardball 6 2000 Ed 04/99 $18.99 Strike Zone 02/99 $26.99 UEFA 2000 11/99 $34.99 
Jck Nickls Gldn Bear 03/99 $39.99 PGAChampionship Golf 07/99 $26.99 Supreme Snowboarding 11/99 $37.99 Ultimate 8 Ball 09/99 $39.99 
Links LS 2000 10/99 $48.99 PGA Tour Class Crs 1 09/97 $19.99 T Nugent Ext Huntng USA 08/99 $17.99 Ultimate Frisbee 08/99 $18.99 
Links LS 99 11/98 $29.99 PGA Tour Gold 10/99 $14.99 Tiger 99 08/98 $29.99  Virt Deep Sea Fishing 04/99 $18.99 
Links LS 99 US Open Pnhrst07/99$19.99 Pro Pool 3D 2 01/99 $18.99 Tiger 99 Tournament Crs 08/98 $18.99 


RPANDANAN OLIIRGC oo NiITR 1:nAtInr 


Foming Soon! 


: 
COMPUTER GAMES: WAR | 
TITLE RELEASE PRICE TITLE RELEASE _RICE TITLE RELEASE PRICE TITLE RELEASE _RICE 

101st Airborne Normandy 10/98 $14.95 Flight Commander 2 01/95 $8.95 Oper ArtWarExpPk1 02/99 $19.95 Pure Wargame 04/95 
Great Battles Caesar 03/98 $14.95 Operation Crusader 09/94 $12.95 Rising Sun 01/00 
Age of Sail 11/96 $14.95 Great Battls Alexndr 06/97 $14.95 Oprtn: Blood & Guts 01/00 $35.99 Road to Moscow 05/00 
Aide de Camp 2 01/98 $44.99 Great Bttles Hannibal 11/97 $14.95 Robert E. Lee CW General 08/96 
Allied General 12/95 $18.95 Great Civil War Bttls 06/00 $19.99 Over the Reich 11/96 $14.95 Semper Fi 02/98 
Battle of Britain 03/99 $24.99 Guts Glory: Bttl Scly 06/00 $29.99 Pacific Battles 06/00 $39.99 Shogun: Total War 03/00 
Battlegrnd Antietam 11/96 $18.99 Harpoon 4 09/00 $44.99 Pacific General 07/97 $29.99 Sid Meier's Gettysbrg 10/97 
Battlegrnd Bulge 1 eee ‘HARPOON 4’ With all the depth 
Battlegrnd Bull Run 05/97 $12.99 and detail of it's predecessors Stalingrad 02/95 
Battlegrnd Gettysbrg 12/95 $18.99 plus gorgeous 3D graphics that Steel Panthers 10/95 
Battlegrnd Shiloh 07/96 $12.99 | |g bring Naval Tactical Combat to life; } Stee! Panthers 2 pass 
Battlegrnd Waterloo 05/96 $18.99 this 3D combat simulation has it Steel Panthers 3 11/97 
Battlgrnd a: ERS 01/99 $24.95 all. Over 250 modern ships, sub- Steel Panthers 4 sabe 
cme «Ad Fe eee Te eerie cmp? 0497 
marae - meer fa tions from 14 countries, "super ae FS & bel 
aM ar Generals / $19.99 ships" options and a Scenario Storm in the West 04/98 
Civil War Generals 3 03/00 $39.99 Editor for unlimited gameplay are Tides of War 11/98 
Close Combat 2 11/97 $14.99 only a handful of the many fea- Tigers on Prowl 2 12/96 
Close Combat 3 01/99 $19.90 tures in Larry Bond's Harpoon 4. | 
Mindscape (War) V Victory Bundle | 11/95 $19.99 
Close Combat Trilogy 09/99 $39.99 Release: 9/00 V Victory Veliky Luki 12/92 $6.95 
Code Name Eagle 03/00 $44.99 PC CD V Victory Velk Lki 02/95 $8.95 
Combat: Operation Vict 07/99 $18.99 Victory in the East 1 03/00 $39.99 
D-Day Amer Invades 09/95 $14.95 Harpoon 97 11/96 $7.95 Pacific General Budget 07/98 $8.99 WGCSet3 Age of Rifles 09/96 $12.99 
Dragons in the Mist 05/98 $23.99 Harpoon Classic 10/94 $13.95 Pacific Tide 01/00 $45.99 War in Europe 01/99 $39.99 
East Front 11/97 $8.95 Horse and Musket 01/00 $39.99 Panthers in Shadows 09/95 $41.99 Warinthe East: Crimea 04/98 $24.95 
East Front 2 04/99 $32.95 Last Battles 45 06/00 $44.99 War in the East: Izyum 04/98 $24.95 
East Front Camp 03/98 $19.99 Man of War 2 06/99 $29.99 Panzer Gen 3D Assault 10/99 $29.99 War in the East: Leningrad04/98 $24.95 
Empire 2 Art of War 09/95 $12.99 Medieval 07/98 $32.99 Panzer General 11/94 $19.99 War inthe East: Rostov 04/98 $24.99 
Fantasy General 03/96 $12.95 Napoleon 1813 10/99 $29.99 Panzer General 2 10/97 $8.95 Wargame Coll. Vol.2 12/99 $24.95 
Fifth Fleet 11/94 $5.95 Napoleon in Russia 05/97 $17.95 Panzer General 2 w/Gde 05/99 $18.99 Warhmmr 40K Universe 03/99 $37.99 
Fighting Steel 06/99 $32.95 OpArtWr2FishKsvo 10/99 $18.95 People’s General 09/98 $28.95 West Front 11/98 $34.99 
Final Liberatn WHm 40K 11/97 $12.95 Point of Attack 2 09/00 $46.99 West Front Bttl Pck 1 07/99 $14.95 
Fleet Med 04/91 $8.95 OpArtWrEP2Clsh Egls 01/00 $42.95 Prelude to Waterloo 10/97 $14.99 West Front: Sea Lion 11/99 $19.99 
COMPUTER GAMES: HARDWARE | 
Controllers CH Throttle 10/95 $65.99  Ltech WingMan Xtrm Dig 06/98 $38.99 TMF16TQS 06/95 $114.99 
ANKO GC-FBW1 Wheel 03/99 $89.99 CH Y-Cable 11/96 $9.99 MS Cordless Whl Mouse 10/99 $43.99 TM FLC F16 System 10/94 $108.99 
ANKO TopShot Jystk 03/99 $29.99 MS Natural Kybrd Pro 12/99 $69.99 TM Reflex USB 3D Jystk 12/99 $38.99 
ANKO TopShot Jystk USB 03/99 $39.99  Everglide Lg Attk Pad White11/99 $15.99 | MS SWhdr Prec Pro USB 08/98 $62.99 TM Top GunJystk USB 08/99 $29.99 
Everglide Mouse Pad Black11/99 $12.95 | MS SideWinder Standard 06/99 $29.99 Sound Cards/CD-ROM 
CH F16 Combatstick 11/95 $59.99  Everglide Mouse Pad White11/99 $12.95 | MS SideWinder Zulu Pad 12/99 $59.99 
CH F16 Fighterstick 11/96 $89.99 Gravis XtrmntrGme Pd 07/98 $43.99 MS SideWndr Dual Strk 12/99 $48.99 Diamond Monster MX300 01/99 $89.99 
CH FightSimYke USB LE 08/99 $99.99 Gravs PC Gm Pd Pro USB 03/99 $21.99 Mad Catz Panther 01/98 $25.99 Fortissimo Sound Card 11/99 $49.99 
CH Flight Sim Yoke 04/99 $89.99 Grvs Xterm Dig Pad USB 01/00 $39.99 Mad Catz Panther DX 10/99 $48.99 Memorex 48X CD-ROM 11/99 $59.99 
CH Flight Stick Pro 09/93 $49.99 Guillemot Jet Ldr USB 02/99 $47.99 Mad Catz Panther XL 01/98 $55.99 Sound Blaster Live Plat 01/00$199.99 
CH Force FX 12/96 $95.99 Guillemot RaceLdr FF WhI 12/99$129.99 Qshot GenX 500 Joystick 12/98 $26.99 Sound Blstr Lv X-Gamer 10/99 $99.99 
CH Gamecard GC3 11/99 $34.95 Joystick Y-Cable 11/94 $9.99 Qshot GenX 700K 03/99 $39.99 TBeach Montego 2 Qdzlla 07/99 $99.99 
CH Gamepad USB 04/99 $29.99 Ltech WM Form Fre Whl 01/99$149.99 Quickshot Master Pilot 98 04/98 $37.99 Turt Beach Montego A3DX06/98 $79.99 
CH Gamestick 3D USB 11/98 $45.99 Ltech WM Gaming Mouse 05/99 $39.99 Quickshot Mstr Pilt Val 03/98 $59.99  Xtel Storm Pltnm A3D 04/99 $69.99 
CH Gamestick 4 10/97 $26.99 Ltech WingMan Attack 11/99 $39.99  Quickshot MstrPit Prog 04/98 $25.99  Xtel Strm Pitm Gmr Pk — 04/99 $89.99 
CH Joystick Switchbox 12/97 $24.99 LtechWingMa Ext Dig 3D 11/99 $38.99  Quickshot SkyCommander05/98 $59.99 Video Cards 
CH Pedals 09/95 $46.99 Ltech WingMan GPad Ext 01/00 $44.99 Razer Boomslang 1000 11/99 $69.99 3D Prophet 3DDR 01/00 $319.99 
CH Pro Throttle 03/96 $84.99  Ltech WingMan GamePad 12/99 $19.99 3Dfx Voodoo3 3000 PCI 10/99 $179.99 
CH Racing Wheel wPedals 10/97 $79.99 Ltech WingMan Thunderpad10/99 $9.99 Saitek Cyborg 3D Jstk 11/98 $52.99  3Dfx Voodoo3 3500 10/99 $249.99 
re Saitek Cybrg 3D Jstk USB 12/98 $55.99 3dfx Voodoo 4 4500 AGP 03/99 $179.99 
SAITEK = X364 Saitek P120 Pc Pad 10/99 $9.99  3dfx Voodoo 4 4500 PCI 03/00 $179.99 
CONTROL SYS-]  saitek P2000 Tit Pad 01/00 $44.99 — 3dfx Voodoo 5 5000 AGP 03/00 $229.99 
TEM’ includes} saitek PC Dash 04/98 $49.99  3dfx Voodoo 5 6000 AGP 03/00 $599.99 
the fully pro-} saitek R4 Racing Wh! 12/98 $92.99 ATIAllin Wonder 32 10/99 $279.99 
grammable X36F saitek SP550 Stk & Pd 10/99 $29.99 Crtv 3D Bist Svg4 32 AGP 06/99 $129.99 
Control Stick &} Saitek sT110 Dynmc Stk 12/99 $19.99  Criv 3 BistrRIVATNT2 Ultra09/99$199.99 
X357T Throttle &}  saitek USB Hub 12/99 $39.99 Dmd Viper Il 32MB 11/99 $199.99 
Both For Rudder Control. | saitek x-35T System 05/98 $49.99 Dd Viper II LE 02/00 $269.99 
Saitek} saitek x-36 Cont Sys: 05/98 $107.99 Dmnd Vpr V770 UIt AGP 06/99 $169.99 
(Hardware)|  saitek x-36F Joystick 04/98 $69.99 Glimt Maxi Gmr Xntr 32 11/99 $209.99 
Release: NOW]  saitek x-36T System —-12/98 $69.99 
PC Saitek X6-33M Pad 11/98 $27.99 Matrox MilmG200AGP8MB12/98$129.99 
Saitk P750 Dgtl Cnt Pd 12/99 $29.99 Matrx Mystq G200 AGP8 10/98 $119.99 


‘Pinkie’Shift Function with 


X36F:5xFireButtons,2x8Way 
HatSwitches,X&YTrimControls, 
LED. 


| |Controls,MouseController. 


PANN CuUIDC 2 RITC IANS 


X35T:2xFireButtons,4WayHat 
Switch, RudderControl,2xRotary 


| 


Maxer Gamer 3D Prophet 12/99 $289.99 


COMPUTER GAMES: ARCADE 


| 


Atari Arcade Hits 09/99 
Attack of the Saucermen 07/99 
Balls of Steel W95 01/98 
Earthworm Jim 3D 12/99 
Galactic Invasion 02/99 
Grand Theft Auto 2 10/99 
Intellivision Lives! 08/99 
Machines 04/99 


$28.99 
$18.99 
$29.99 


$27.99 

$9.99 
$44.99 
$39.99 
$39.99 


Missile Command Clssc 
Mortal Kombat 4 
Pandora's Box 
Phantom Menace 

Pit Droids 

Pong 

Rogue Squadron 

Space Invaders 


11/99 
07/98 
08/99 
05/99 
09/99 
10/99 
12/98 
10/99 


$28.99 
$24.99 
$19.99 
$44.99 
$27.99 
$18.99 
$28.99 
$28.99 


‘RISING SUN’ 
Features over 40 sce- 


narios covering 
actions in Burma, 
New Guinea, the 


islands of the Central 
and South Pacific, 
and the Aleutians. 
Hypothetical scenar- 
ios examine the inva- 


: jee es 


sion of the Japanese 
home islands. Two 
Dynamic Campaigns 
and three Linked 
Campaigns provide 
opportunities to com- 
mand and conserve 


troops over extended 
periods. 


ae i ENTERS ie 


Talonsoft (War) 
Release: 2/00 


‘PANZER CAMPAIGNS |: SMOLEN- 
SK ‘41’ covers Army Group 
Center's offensive in the summer of 
1941 to seize the crucial city of 
Smolensk, the historic gateway to 
Moscow. Players control tank, 
reconnaissance, artillery, infantry, 
engineer, antitank, flak, rocket, 
fee headquarters, and a wide variety of 

A other specialized units. Solo, two- 
person, and multiplayer over LAN 


a and the Internet. 

HPS(War) 
Release: NOW 
PC CD 


‘THE OPERATIONAL ART OF WAR: 
WARGAME OF THE YEAR EDI- 
TION’ This platinum edition of The 
Operational Art of War, Volume | 
\ features an upgraded engine con- 
| taining many features from Volume 
ll as well as brand new scenarios 
based on the Clash of Eagles (WWII 
battles between the United States 
and Germany). 


WARGAME 


OF TME 


YEAR 


PE DETION 


Talonsoft (War) 
Release: NOW 
PC CD 


‘SPACE ORB 360’ In real 
life you don’t think about 
how to move...you just do 
it. Shoudn’t it be the 
same in your 3D games? 
Simply push, pull or twist 
the Space Orb 360 
PowerSensor ball to expe- 
rience the fastest, 
smoothest and most real- 
istic action on the planet. 


Spacetek (Hardware) 
Release: NOW 
PC CD 


~ |‘CH F-16 FIGHTER STICK’ 
| Designed with the look & feel of an 
| F-16 Falcon’s jet grip, this top-rated 
controller features one 8-way 
switch, three 4-way switches, three 
fire buttons, a trigger, trim controls 
& rotary throttle. Use with the PRO 
THROTTLE for up to 40 program- 
mable functions! 7-foot cable, and 
connectors for Aland PS2 
Keyboard Ports. 


CH Products (Hardware) 
Release: we 
P 


‘EARTHWORM JIM = 3D’ 
| Earthworm Jim worms his 
way out of 2D games for his 
debut in 3D! Features over 
30 zany enemy characters 
& 4 loony levels loaded with 
| games. Includes all Jim’s 
| signature moves plus tuck- 
‘nroll, jump’nshoot, hand- 
over-head, helicopter head, 
pig-sliding, the pocket rock- 
et and more. 

Interplay (Arcade) 
Release: NOW 


‘SOLDIER OF FORTUNE’ 
You're the world's dead- 
liest Soldier of Fortune & 
your mission is clear: 
lsurvive. Track your prey 
across the globe in aA 
series of secret missions fii 
to take down a fanatical a 
terrorist organization. 
Features 26 levels in 10 
missions; ultra-realistic } 


weapons, enemies & 
environments; and multi- 
player mode 


(Deathmatch, Assassin,| | 
Arsenal & Capture The|¥ 
Flag). 


Activision (Action) 
Release: 3/00 
PC CD 


‘TACHYON: THE FRINGE’ 


Exploration-based adventures 
made possible through a vastly 
detailed universe with gigantic 
space stations/colonies to explore. 
Fly a variety of space ships & 
upgrade/modify your ship with a 
variety of weapons & equipment. 
[Intense large-scale 
combat through NovaWorld. 


Novalogic (Action) 
Release: 3/00 
PC CD 


multiplayer § 


TACHYON 


a 


hall 
aon ae 


‘DARK REIGN Il’ While maintaining 
the key gameplay elements of real 
time strategy games, Dark Reign |! 
gives you the freedom to fully 
immerse yourself in the action of a 
3D world, smoothly transitioning 


from a top-down view to anf 
infantry-level view. Improvements } 


include enhanced Al, more multi- 
player options, and more advanced 
hard-core strategy features. 


Activision (Strategy) 
Release: 6/00 
PC CD 


“REVENANT’ is a Dark Fantasy 
Adventure/RPG that will immerse 
you in a stunning environment. 
Interact with over 40 characters as 
you choose weapons, spells, armor 
and magical items, and battle hand 
to hand in the 3D fighting tradition. 
All the realism & excitement of an 
adventure with the exploration, 
character development, and gaming 
longevity of an RPG! 


Eidos (Roleplaying) 
Release: NOW 
PC CD 


Vee iri ‘| 


‘ANACHRONOX’ is a 3D RPG from 
lon Storm that uses the Quake | 
engine in a third-person, single 
player game with real-time combat. 
Control up to three characters as 
they trek across the galaxy and 
three different dimensions. Search 
| through more than 100 levels and 
fight over 150 monsters in your 
quest to find the truth. 


Eidos (Roleplaying) 
Release: 4/00 
PC CD 


‘CIVIL WAR GENERALS 3 
Manage the wartime economy & 
command your troops to victory in 
the bloodiest conflict in U.S. histo- 
ry. Resources are managed from a 
turn-based interface. Choose how 
much to spend on military units or 
industrial improvements & let the 
computer determine how to spend 
that money, or choose your city or 
state & dictate what structures to 


build, where to place railroads, etc. kg 


Sierra (War) 
Release: 3/00 
PC CD 


SPlus400Pq5 


Oper 


Hours 
a Week 


TITLE 
1830 RR & Rbbr Brons 
4 Battles Anc. World 


Across Five Aprils 
Air Baron 

Airlines 1 or 2 ea. 
America in Flames 
Ancient Empires 
Axis & Allies 

B-17 

Battle Mist 

Battle Over Britain 


Battleground WW2 
Battletech 4th Ed. 
Bitter Woods 
Blackbeard 

Bobby Lee Amer CW 
Borodino 41 

Car Wars Deluxe 
Castle of Magic 
Chicago Way 
Colorado Rails 
Crimson Skies 


RELEASE 
12/94 
01/95 


12/94 
07/96 
08/98 
01/99 
01/95 
11/94 
12/94 
10/98 
01/95 


03/99 
12/94 
08/98 
12/94 
12/94 
09/95 
07/96 
05/99 
06/99 
02/97 
01/99 


PRICE 
$26.99 
$20.99 


$25.99 
$29.99 
$34.99 
$49.99 
$29.99 
$49.99 
$21.99 
$42.99 
$24.99 


$28.99 
$21.99 
$25.99 
$31.99 
$39.99 
$28.99 
$21.99 
$24.99 
$21.99 
$16.99 
$29.99 


Cthulhu Cults Across Amer.09/98 $38.99 


Deluxe Diplomacy 
Dinosaurs Lost World 


Dragon Dice 

Eastern Front 2nd Ed 
EI Grande 

Empire of Rising Sun 


12/94 
01/95 


09/95 
12/94 
11/98 
11/95, 


$49.99 
$29.99 


$11.99 
$52.99 
$34.99 
$44.99 


BOARD GAMES 


Oipiipad 
mousands 


TITLE 
Empires in Arms 
Europa 1945-2030 


Flight Leader 
Gettysburg 3 Days July 
Great War at Sea 2 


RELEASE 
12/94 
05/99 


12/94 
05/96 
04/99 


Great War at Sea 3or 4 ea.04/99 


Guild Wars 

Home Before Leaves Fall 
Jena 

Knightmare Chess 2 
Kremlin 

Leviathan 

Lionheart 

Lords of the Renaissance 
MacArthurs Return 
Mississippi Queen 
Monopoly Deluxe 


Monopoly Marvel Comics 


Napoleons Leipzig Camp 
Noble Armada 

Pacific War 

Panzerblitz 

Paths of Glory WWI 

Pax Britannica 

Pokemon Jr. Adv. Game 
Quests of Round Table 
Ranger 


12/98 
05/99 
10/96 
06/98 
12/94 
04/98 
10/97 
06/99 
01/95 
11/98 
05/98 
10/99 


06/95 
05/99 
12/94 
12/94 
10/99 
12/94 
01/00 
02/99 
07/99 


PRICE 
$36.99 
$37.99 


$24.99 
$34.99 
$54.99 
$32.99 
$34.99 
$99.99 
$36.99 
$13.99 
$17.99 
$16.99 
$34.99 
$25.99 
$34.99 
$35.99 
$33.99 
$34.99 


$24.99 
$49.99 
$42.99 
$21.99 
$42.99 
$21.99 
$12.99 
$19.99 
$22.99 


Rebels & Redcoats tor 2 ea.05/95$29.99 


Republic of Rome 
Robo Rally 


12/94 
01/96 


____ HINT BOOKS 


Age of Empires 2 
Alpha Centauri 
Anachronox 


C&C 2 

Daikatana 

Dark Stone 

Diablo 2 OSG 
Diplomacy 

Dungeon Keeper 2 
EverQuest OSG 

FIFA Soccer 2000 
Flight Unlimited 3 
Gabriel Knight 3 

Half Life 

Half Life Oppsing Fre 
Half Life Team Fort2 
Heavy Gear 2 OSG 
Homeworld 

Indy Jones Infrni Mchn 
Interstate 82 OSG 
Kingpin OSG 

Madden NFL 2000 
Might & Magic 7 

MS Flight Sim 2000 
Myth 2 

Nox 

Omikron: Nomad Soul 
Pharaoh 

Prince of Persia 3D 
Pro Pilot 2000 

Quake 3 Arena 
Revenant 

Rogue Spear 

Silver 

SimCity 3000 

Star Trek Birth Fed 
Starsiege: Tribes 
SWAT 3 Clse Qtrs Bttl 
System Shock 2 
Thief Gold Dark Project 
Tomb Raider 3 OSG 


Total Annhitn Kingdoms 
Ultima 9: Ascension 
Urban Chaos 

Warcraft 2 Battle.net 


10/99 
02/99 
02/00 


08/99 
12/99 
08/99 
12/99 
01/00 
08/99 
04/99 
10/99 
09/99 
10/99 
11/98 
12/99 
12/99 
10/99 
10/99 
11/99 
12/99 
07/99 
09/99 
06/99 
12/99 
09/99 
11/99 
10/99 
10/99 
10/99 
10/99 
11/99 
10/99 
10/99 
10/99 
01/99 
06/99 
01/99 
12/99 
09/99 
10/99 
12/98 


08/99 
12/99 
12/99 
10/99 


$17.99 
$16.99 
$17.99 


$17.99 
$16.99 
$17.99 
$17.99 
$17.99 
$17.99 
$16.99 
$10.99 
$17.99 
$16.99 
$16.99 
$17.99 
$17.99 
$17.99 
$12.99 
$17.99 
$17.99 
$17.99 
$10.99 
$17.99 
$17.99 
$19.99 
$17.99 
$17.99 
$17.99 
$16.99 
$17.99 
$17.99 
$17.99 
$17.99 
$10.99 
$16.99 
$17.99 
$16.99 
$17.99 
$10.99 
$12.99 
$13.99 


$17.99 
$16.99 
$10.99 
$12.99 


_ PC:TRADITIONAL || — PC:BUNDLES 


3D Ultra Lionel Traintown 09/99 


Babyz 

Battleship Classic 
Bridge Delux 2 W95 
Catz 4 

Chessmaster 7000 
Dogz 4 

Game Commander 
Game of Life 


09/99 
12/98 
02/98 
09/99 
09/99 
10/99 
10/99 
12/98 


Gmes for Email: Scrabble 03/99 


Gms Email: Bttlship 


01/99 


$36.99 
$36.99 


$34.99 
$39.99 
$12.99 
$21.99 
$26.99 
$34.99 
$26.99 
$44.99 
$27.99 
$14.99 
$14.99 


Gm Email: ChssChkrsBkgm01/99 $14.99 


Hoyle Bckgmmn Crbbge 
Hoyle Card Games 
Hoyle Classic Casino 
Hoyle Craps & Blkjack 
Hoyle's Casino 99 

Make Your Own Opoly 
Mastermind 


Scattergories 

Scrabble 2 

Shanghai 2nd Dynasty 
Smart Games 3 
Solitaire 

Solitaire Dix W98 
Sorry 

Star Wars Behind Magic 
Stratego 

Virtual Chess Academy 
You Don't Know Jack 5 


07/99 
11/98 
11/98 
07/99 
04/99 
10/98 
09/98 


10/99 
09/99 
11/99 
12/98 
08/99 
11/98 
04/98 
10/98 
11/98 
10/99 
09/99 


$19.99 
$29.99 
$29.99 
$19.99 
$25.99 
$29.99 
$14.99 


$28.99 
$28.99 
$35.99 
$18.99 
$18.99 
$29.99 
$12.99 
$21.99 
$18.99 
$27.99 
$34.99 


greed, survival, 


Release: NOW 
PC CD 


TITLE RELEASE PRICE 
Samurai Swords 04/97 $48.99 
Settlers of Catan 11/96 $32.99 
Siege of Jerusalem 12/94 $29.99 
Silverton 01/00 $39.99 
Stonewall in Valley 05/95 $31.99 
Stratego Legends 01/00 $22.99 
Summer Storm 01/99 $62.99 
Sushi-Jalapeno War 01/99 $39.99 
Totaler Krieg! 01/00 $69.99 
Victory 06/99 $38.99 
Vinci:Rise & Fall Civil 11/99 $25.99 
War & Peace 12/94 $29.99 
War in Europe 10/99 $199.99 


Warhammer Fantasy 
We the People 


10/96 $74.99 
12/94 $36.99 


‘RISK 2’ Your mission - capture 
your opponent's flag and protect 
your own. When engaged in bat- 
tle, characters morph into ranked 
toy soldiers. It's a battle to the 
death! Pit your wits against fellow 
players(6) over a LAN or Internet. 
Hasbro (Strategy) 

Release: NOW 

PC CD 


‘RISK PC’ 
Release: NOW 


‘RISK BOARDGAME’ 
Release: NOW 


Aquazone 2 Deluxe 09/99 $24.99 
Archives 4 03/99 $39.99 
Army Men Freedom Pck 10/99 $28.95 
Battleground: Coll 1 01/99 $18.95 
Battleground: Coll 2 01/99 $24.95 
Battlezone Gold 09/99 $28.99 
Blzzrd Game Year Clictn 02/99 $38.95 
Classic Card Games 10/99 $18.99 
Dark Side Moon w/Book 08/99 $39.99 
F22/EF 2.0 Bundle 01/99 $18.95 
Forgotten Rims Arcvs 3 08/99 $12.99 
Forgottn Rims Arcvs2 08/99 $12.99 
Freespace Battle Pack 09/99 $19.99 


Half Life:Game of Year Ed 07/99 
Hasbro Strategy Game Pk 02/99 


$32.95 
$32.95 


Hasbro Word Game Pack 02/99 $24.99 
Hero MM Millenium Ed 10/99 $38.95 
Intrply 15 Yr Anthigy 10/99 $26.95 
Jane's Attack Pack 06/99 $18.95 
M&M Millenium 10/99 $38.95 
Myth: Total Codex 11/99 $19.99 
Op Art War: Elite Ed 06/99 $19.95 


Op Art War: Wargme Year 01/00 $42.95 


PanzCmmdr/PanzGen 2Bndl02/99 $38.99 
12/98 $29.95 
10/99 $59.99 
10/99 $19.99 
02/99 $18.95 
06/99 $18.95 
10/99 $42.99 


Starcraft Btt! Chest 
Starsge Trbe Actn Pk 
Tomb2/Total Bundle 
Ultimate Racing Srs 2 
Ultimate Sci-Fi Series 
West Front: Elite Editn 


‘PLANESCAPE: TORMENT’ You 
suffer from amnesia & search for 
your past, identity & destiny. You 
die, only to find yourself resurrect- § 
ed in a strange place with your | 
memory erased. Someone or 
something is stalking you & you f 
must figure out who, & what, 
keeps killing you. Curiosity, fear, 
self-defense & 
revenge all take turns driving you 
toward an unforgettable end. 


Interplay (Roleplaying) 


Jroer now and! receive 
alalog with 
oi Games} 
| CARD GAMES | 


TITLE RELEASE PRICE 
7th Sea SD 09/99 $8.99 
Digimon Starter Deck 01/00 $9.99 
Doomtown 1 & 2 SD 04/98 $7.99 


MTG Battle Royale 12/99 $21.99 
MTG Mercadn Masques SD10/99 $9.99 


MTG Asstd BP 11/96 $2.99 
MTG Urza's Destiny SD 06/99 $8.99 
Pokemon BP Asstd.ea. 06/99 $7.99 


Pokemon SD 12/99 $29.99 
Pokemon Theme Asstd. ea.12/99 $26.99 
Star Trek TNG SD 07/95 $8.99 
Star Wars BP Asstd. ea. 12/99 $2.99 
Tomb Raider SD 09/99 $8.99 
X-Files Starter 11/96 $8.99 


The World. @p 


ROLEPLAYING 


7th Sea Players Guide 07/99 $25.99 
Aberrant 11/99 $20.99 
Alternity Player's Handbook04/98 $27.99 
Ars Magica 4th Ed 08/95 $25.99 
Brave New World 09/99 $25.99 
Call of Cthulhu 5th Ed. 07/98 $26.99 
Castle Falkenstein 06/95 $28.99 
Changeling 09/95 $26.99 
Conspiracy X 09/96 $24.99 
Cyberpunk 2020 05/95 $18.99 
Deluxe Universe Box Set 12/99 $29.99 
Deadlands Rulebook 10/97 $27.99 
Dragon Ball Z 10/99 $18.99 
Dragonlance 5th Age 09/96 $21.99 
Dune 12/99 $29.99 
Fading Suns 02/97 $21.99 
GURPS Rulebook 02/95 $22.99 
Hunter 11/99 $25.99 
In Nomine 03/97 $23.99 
Jovian Chronicles 04/98 $25.99 
MERP 2 Softcover 10/95 $19.99 
Macross 2 04/95 $11.99 
Mage 2nd Ed. 02/95 $28.99 
Marvel Super Heroes 09/98 $21.99 
Mechwarrior 07/95 $13.99 
Nephilim 09/95 $18.99 
Palladium Fantasy 03/98 $21.99 
Pendragon 4th Ed. 05/95 $24.99 
Robotech 04/95 $11.99 
Shadowrun 3rd Edition 10/98 $28.99 
Star Fire 3rd Ed. Rulebook12/98 $12.99 
StarWars Revised 01/97 $27.99 
Supressed Transmission 12/99 $17.99 
Swords of Middle Kingdom06/99 $23.99 
Traveller 09/96 $22.99 
Tribe 8 10/98 $25.99 
Trinity 03/98 $26.99 
Twilight Imperium 12/99 $17.99 
Unknown Armies 09/99 $21.99 
Vampire 3rd Edition 10/98 $27.99 
Warhammer Fantasy 06/95 $24.99 
Werewolf 02/95 $24.99 
World of Darkness 06/95 $15.99 


MInnn CHuIDeE zg RITC INC 


rr . at BJ e | eVeledyeaey ed 
Fuiure Releases! 
RICES) 
SONY PLAYSTATION DREAMCAST 
TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
lron Soldier 3 02/00 $41.99 Resident Evil 3:Nemesis 11/99 $46.99 Age of Empires 02/00 $49.99 
Alien Resurrection 04/00 $44.99 Jackie Chan Stuntmstr 02/00 $42.99 Revelations Persona2 02/00 $52.99 Armada 12/99 $48.99 
Alundra 2 03/00 $39.95 Jeff Gordon XS Racing 02/00 $42.99 
Army Men:Sarge's Heroes 02/00 $39.95 JoJo's Venture 01/00 $42.99 Romance 3 Kingdoms6 02/00 $49.99 Carrier 02/00 $49.99 
Baldur's Gate 04/00 $46.99 Jurassic Park:Warpath 11/99 $33.95 Rugby 2000 03/00 $39.99 Castlevania Resurrectn 02/00 $49.99 
Ballistic 03/00 $39.99 = ~~ — ‘DIE HARD TRILOGY 2 ° Crazy Taxi 02/00 $49.99 
Bass Landing w/Contrir 10/99 $56.99 | & Third person action/adven- Deep Fighter 01/00 $46.99 
Battletanx 2 03/00 $39.95 c ture, sharpshooting & 
Black Bass/Blue Marlin 12/99 $39.95 ‘extreme driving put you Dreamcast Visual Memory09/99 $29.99 
Blades of Steel 2000 02/00 $39.99 Oo right into the battle. Or play Fighting Force 2 12/99 $49.99 
Broken Sword 2 12/99 $36.99 a a story-driven adventure House of the Dead 2 09/99 $49.99 
CTR:Crash Team Racing 10/99 $39.95 He) where you move seamlessly Legacy Kain Soul Reaver 01/00 $48.99 
Caesars Palace 2000 03/00 $39.95 Ww from one style to another. Legend of Blade Masters 03/00 $44.99 
Chocobo Magic Dungn 2 01/00 $39.99 ee Save the hostages, solve Max Payne 02/00 $48.99 
C re) complex puzzles, & arm Missile Command 01/00 $46.99 
Clock Tower 2 11/99 $36.99 sini yourself with 12 weapons. 
Colony Wars 3 Red Sun 03/00 $39.95 oa Fox (Shooter) Rainbow Six 01/00 $49.99 
Cool Boarders 4 10/99 $39.95 afl Release: 2/00 Red Line Racer 01/00 $48.99 
Countdown Vampires 03/00 $39.95 Lube PSX Resident Evil Code Veron 03/00 $49.99 
Jaa Sega Rally Champion 12/99 $49.99 
Detonator Gauntlet 03/00 $46.99 Ki Grand Prix 02/00 $42.99 Sega Sports NBA 2K 11/99 $49.99 
Digimon World 04/00 $39.99 Knockout Kings 2000 11/99 $39.99 Shadow Tower 11/99 $42.99 Sega Sports NFL 2K 09/99 $49.99 
Dino Crisis 09/99 $49.99 LEGO Racers 12/99 $44.99  Silhoutte Mirage 01/00 $39.99 Shadow Man 12/99 $49.99 
Disney World Racing 03/00 $39.99 Last Defense Armada 02/00 $46.99 Sim Theme Park 02/00 $39.99 Sonic Adventure 09/99 $48.99 
Dragon Warrior 01/00 $46.99 Legacy Kain Soul Reavr 08/99 $39.99 Special Forces 03/00 $44.99 Soul Calibur 09/99 $48.99 
Driver 07/99 $39.95 Macross VFX 02/00 $42.99 Spyro the Dragon 2 11/99 $39.99 Soul Fighter 12/99 $49.99 
Duke Nukem Planet Babes03/00 $44.99 Madden Football 2000 08/99 $39.99 Street Sk8ter 2 03/00 $39.99 Speed Devils 11/99 $46.99 
Eagle One Harrier Attk 02/00 $42.99 March Madness 2000 12/99 $34.99 Suikoden 2 09/99 $39.99 Streetfighter Alpha 3 02/00 $49.99 
Extreme Hockey 03/00 $39.99 Marvel Vs. Capcom 02/00 $36.99 Tecmo Deception 3 02/00 $42.99 Striker Pro 2000 02/00 $49.99 
F1 2000 03/00 $42.99 Messiah 03/00 $39.99 Test Drive Cycles 01/00 $42.99 Tee Off Golf 01/00 $49.99 
FIFA Soccer 2001 07/00 $42.99 Motocross Madness 03/00 $46.99 Tiger Woods 2000 12/99 $39.99 Time Stalkers 02/00 $49.99 
Fatal Fury Wid Ambtn 12/99 $39.99 Tomb Raider Lst Revitn 12/99 $34.95 Toy Commander 03/00 $48.99 
Fear Effect 01/00 $39.99 NBA In Zone 2000 01/00 $39.99 Tomba! 2 01/00 $39.99 Virtua Fighter 3 10/99 $49.99 
Final Fantasy Anthology 10/99 $39.99 NBA Live 2000 11/99 $39.99 Tomorrow Never Dies 12/99 $39.99 
Final Fantasy VIII 09/99 $49.99 NHL Hockey 2000 09/99 $39.99 Tony Hawks Pro Skater 10/99 $35.95 | USED GAMES 
Fisher Price Pirate Ship 03/00 $42.99 Need Speed 5 03/00 $42.99 Top Gun 03/00 $42.99 
Frogger 2 01/00 $42.99 PGA European Tour Golf 02/00 $42.99 Triple Play 2001 03/00 $39.99 PSX 
Front Mission 3 03/00 $39.99 PSX Dual Shock Asstd Clr 11/98 $28.99 Twisted Metal 4 11/99 $34.95 Contra:Legacy of War 09/99 $16.99 
Galerians 03/00 $44.99 PSX Memory Card 09/95 $14.99 Vandal Hearts 2 12/99 $39.99 Lemmings 3D 09/99 $22.99 
Gauntlet Legends 02/00 $42.99 Vigilante 8 2 Offense 12/99 $34.95 Nanotek Warrior 09/99 $14.99 
Gekido 03/00 $48.99 Panzer General Assault 02/00 $42.99 Theme Park 09/99 $29.99 
Gran Turismo 2 12/99 $39.99 Paper Boy 02/00 $42.99 Wild Water Champion 02/00 $44.99 Tunnel B1 09/99 $19.99 
Grand Theft Auto 2 10/99 $39.99 Prince of Persia 02/00 $44.99 Xena Warrior Princess 10/99 $36.99  Xevious 3D 08/99 $24.99 
Grandia 10/99 $39.99 Renegade Racers 01/00 $39.99 Zero Divide 2 04/00 $48.99 N64 
fy Body Harvest 09/99 $19.99 
BS NINTENDO 64 ice 86 eee 
40 Winks 02/00 $54.99 GEX 3:Deep Cover 10/99 $59.99 Madden Football 2000 09/99 $54.99 Goemon's Great Adv. 10/99 $34.99 
Armorines 12/99 $54.99 Gauntlet Legends 09/99 $54.99 Major League Soccer 99 03/00 $52.99 _ Killer Instinct 09/99 $34.99 
Asteroids Hyper 64 12/99 $49.99 Goemon's Great Adv. 09/99 $52.99 Mario Golf 64 08/99 $54.99 Mortal Kombat 4 10/99 $29.99 
Golden Eye 007 09/97 $39.99 Turok: Dinosaur Hunter 09/99 $29.99 
Bass Masters 2000 12/99 $54.99 N64 Controller Asstd Cirs 10/96 $26.99 Dreamcast 
Battle Tanx 2 10/99 $54.99 Harvest Moon 12/99 $56.99 N64 Expansion Pak 12/98 $28.99 Blue Stinger 01/00 $39.99 
Battlezone 03/00 $58.99 Hercules Legendary Jrny 01/00 $66.99 House of Dead 2 01/00 $39.99 
Blades of Steel 2000 02/00 $56.99 Jet Force Gemini 10/99 $42.99 NAMCO Museum 64 11/99 $32.99 Marvel Vs. Capcom 01/00 $39.99 
‘POKEMON STADIUM’} NASCAR 2000 09/99 $54.99 Ready 2 Rumble Boxing 01/00 $39.99 
| Uses the Game Boy Pak NBA Courtside 2:30n3 = 11/99 $49.99 Slave Zero 01/00 $39.99 
to allow for the transfer§# NFL QB Club 2000 09/99 $59.99 
of data between Gamef Oogre Battle 3 07/00 $66.99 GAMEBOY 
Boy Pokemon Game and Perfect Dark 04/00 $59.99 Bionic Commando 01/00 $28.99 
the N64. The same rules} Pokemon Stadium 03/00 $59.99 Blades of Steel 2000 02/00 $28.99 
| that govern fights} Quake 2 07/99 $49.99 Boarder Zone 01/00 $29.99 
between Game linked§ Rainbow Six 11/99 $59.99 Crystalis 03/00 $28.99 
Game Boy games apply} Resident Evil 64 11/99 $64.99 
to fights in Pokemon} Ridge Racer 02/00 $52.99 Game & Watch Gallery 3 12/99 $28.99 
Stadium. Fight in a dra-§ South Park Rally 01/00 $59.99 Gameboy Color Purple 01/99 $76.99 
Nintendo (Sports) tog 3D _ setting. | Ghost'n Goblins 01/00 $28.99 
a udes all 1514 Super Mario Adventure 04/00 $59.99 
| oe 3/00 Pokemon. Tetris 64 08/99 $49.99 NASCAR Challenge 01/00 $28.99 
Top Gear:Hyper Bike 04/00 $59.99 Pokemon Gold or Silver ea.09/00 $36.99 
Blues Brothers 2000 02/00 $62.99 Ken Griffey Jr BB 2 05/99 $49.99 Virtual Chess 64 06/98 $49.99 Pokemon Red or Blue ea. 05/99 $28.99 
Castlevania Spec. Ed. 12/99 $54.99 Kirby 64 06/00 $52.99 WWF Wrestlemania 2000 11/99 $58.99 Pokemon Trading Card 04/00 $29.99 
ECW Hardcore Revoltn 02/00 $49.99 Knockout Kings 2000 11/99 $54.99 Wild Water Champion 02/00 $59.99 Top Gear Pocket 2 03/00 $28.99 
LEGO Racers 10/99 $56.99 WinBack 10/99 $54.99 Towers Lord Baniff 03/00 $32.99 
Fighting Force 64 06/99 $59.99 Legend of Zelda 11/98 $39.99 XMen 3D 03/00 $49.99 Wario Land 3 06/00 $28.99 


|applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The | 
“per order” charge is charged once per order placed, the “per item" charge is charged once | 
for each item ordered and the “per shipment’ charge is charged once for each shipment we | 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Strategy Plus. Call for details. 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


Standard 

U.S. Mail 
Per Order $1.00 
| Per Shipment $1.25 
Per Item $0.75 


Priority Express 
.S. Mail 

2-3 Days 
$2.00 


$1.00 
$1.00 


Express Mail To Mail To 

Canada ‘The World| 

2 Day 1Day  4-7Days 7-14 Days | 
$2.00 $2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 $2.00 
$1.00 $2.00 $2.00 $6.00 


Nintendo (Strategy) 
Release: 4/00 
N64 


1 60 
i include multiplay- 
Ber, original & all 


‘STARCRAFT 64’ 
24th century A.D. 
Terrans are at war. 


| But the invasion 


by 2 suprahuman 
species _ forces 
them to join in a 
fight for survival. 
missions 


new. Play as the 


=9| Terrans, the Zerg 


or the Protoss. 


~EErect & defend 


' # Structures, build & 


deploy weapons & 


vehicles, train 
troops, repair 
buildings, & 


launch attacks. 


Y 


FF 
wreerste! 
= 
cas > 


PlayStation) 


ae 


: *~ 


|‘LUNAR 2: ETERNAL. 
| BLUE’ Join Hiro & Ruby a 
thousand years after the 


wee. | first adventure, as they 
race | | 


work to 


of the Blue Spire. Meet new 
characters, fight monsters, 
traverse 
crawl through dungeons 
as you wind your way 
toward the climax! 


Working Designs 


unlock the secrets 


mountains, & 
(Roleplaying) 


Release: 3/00 
PSX 


arenas, 
modes 
i Modes 


‘ECW HARDCORE REVO- 
LUTION’ features 3 new 


4 matches, 
matches, career mode & 
pay-per-view. 

Acclaim (Sports) 


over 20 game 
& over 400 moves. 
include specialty 
barbed wire 


Release: 2/00 


‘NHL HOCKEY 2000’ Hard 
hitting gameplay & realism. 
Fully licensed NHL teams & 


: players 


play in real NHL 


rinks. Use team specific play 


Styles & 


coach on-the-fly. 


replay, 


include 


Strategies as you 
Instant 
authentic camera 


ba angles & special effects that 


fireworks, lasers, 


a spotlights, & ice sprays add 
~»| to the realism. 
—4 Sega (Sports) 
Release: 2/00 

Dreancast 


wed 


Nintendo (Adventure) 
Release: 4/00 
N64 


WT eS 
Pegi | 


ee 


person 


Motion 
3 sive 


els 


‘PERFECT DARK’ is a first 


shooter with a 


twisting plot line set in the 
near future. Control spe- 
cial operative Joanna Dark 
as she completes missions 
& wastes tons of bad guys. 


captured villians, 


dynamic lighting & explo- 
effects, 
sound and 3 difficulty lev- 
with 


surround 


increasingly 


smarter Al in each stage. 


Single 
action. 


or multiplayer 


PlayStation): 


Flint in 


wrecks 


puzzles 


icons. 


‘ALUNDRA 2’ You play 


real-time 
explores 
, volcanoes, & 
more. Solve hundreds of 


mini-games. Battle over a 
“sy dozen monster bosses as 
you find magic spells & 


this 3D game with 
action. Flint 
caves, _ ship- 


& unlock over 10 


Activision 
(Roleplaying) 
Release: 4/00 
PSX 


TBARBARIANMAGE © up gai TOUT goo 


MAGE SPELLS @ > 
CLERIC SPELLS 9 
SPECATSRILES 

COMBAT OPTIONS 


a; SD, 
en a 


Computer Games Magazine (ISSN 0955-4424) is published monthly by Strategy Plus, Inc. Subscription rate is $9.99 for a one year subscription, $21.99 Canada. Periodical postage paid 
at Rochester, VT 05767 and additional mailing offices. Produced in U.S.A. Standard Mail (A) enclosed in the following editions: 4 & 5 with CD-ROM. Bulk Rate U.S. postage paid, Des 
Moines, IA 50318, Permit No. 4864. Postmaster: Send address changes to Strategy Plus, Inc., PO Box 469074, Escondido, CA 92046. 


Inspiron™ Notebooks include: 

= Microsoft® Windows® 98, Second Edition 

= NEW Microsoft® Works Suite 2000 with Money 2000 Standard 
= Norton AntiVirus™ 2000 

@ NEW Dell™ Proactive Support by Attune™ 


NEW DELL™ INSPIRON™ 3800 Notebook 
Design and Affordability 

a NEW Intel® Celeron™ Processor at 450MHz 

@ 12.1" SVGA Active Matrix Display 

= 32MB 100MHz SDRAM 

= 4.8GB? Ultra ATA Hard Drive 

™ Modular 24X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility'’-M1 3D Video 
@ 32WHr Nickel Metal Hydride Battery (NiMH) 

m 1-Year Limited Warranty’ 

m NEW Standard 1-Year On-site Service’ 


[5 9 9 & As low as $44/Mo.,for 48 Mos.” 
E* VALUE CODE: 89680-800315 

Dell Recommended Upgrades: 

= Upgrade to 64MB 100MHz SDRAM, add $99 


FW DELL™ INSPIRON™ 5000 Notebook @ Upgrade to 53WHr Lithium Ion Battery with 


™ 
‘formance and Mobility pM gS TERN aa yy Go Be 


VEW Intel® Celeron™ Processor at 450MHz 
15" XGA Active Matrix Display # 64MB 100MHz SDRAM 


3.0GB* Ultra ATA Hard Drive ™ Modular 24X Max CD-ROM DELL™ INSPIRON™ 7500 Notebook 

2x AGP 8MB ATI RAGE Mobility'’-P 3D Video Mobile Desktop 

nternal 56K Capable® V.90 Fax Modem ® 52WHr Lithium lon Battery = NEW Intel® Pentium® Ill Processor at 650MHz 

3- Year Limited Warranty*® ® NEW Standard 3-Year On-site Service’ featuring Intel’ SpeedStep™ Technology” 

| 99 hin tow - s $60 ites, toy te eal m 15.4" SXGA TFT Active Matrix Display . 
|} DE: 89680-80032 1h = 64MB 100MHz SDRAM ® 6.0GB° Ultra ATA Hard Drive 


Removable Combo 24X Max CD-ROM and Floppy Drive 
2X AGP 8MB ATI RAGE Mobility™’-P 3D Video 

Internal 56K Capable® V.90 Fax Modem 

7OWHr Lithium lon Battery 

3-Year Limited Warranty’ 

NEW Standard 3-Year On-site Service* 


| Recommended Uneilan 
Jpgrade to 12GB’ Ultra ATA Hard Drive, add $119 
VEW Removable 8X Max DVD-ROM Drive, add $199 


EW DELL™ INSPIRON™ 5000 Notebook 
ae ena: GIQOD we ise aes ses, 
VEW Intel® Pentium® Ill Processor at 6(00MHz _ ; 
eaturing Intel® SpeedStep™ Technology” 

15" SXGA+ Active Matrix Display # 64MB 100MHz SDRAM 
3.OGB° Ultra ATA Hard Drive ® 52WHr Lithium lon Battery 
Viodular 24X Max CD-ROM Drive 

2X AGP 8MB ATI RAGE Mobility™-P 3D Video 

nternal 56K Capable*® V.90 Fax Modem 

3-Year Limited Warranty’? # NEW Standard 3-Year On-site Service’ 


2 8 9 9 ¢ As low as $79/Mo., for 48 Mos.” 
| E*VALUE CODE: 89680-800328h 
| Recommended Upgrades: 


|-Year Dellnet™ Internet Access” with 20MB of Online Backup”, add $99 
nd 52WHr Lithium lon Battery, add $99 


Dell Recommended Upgrade: 
= NEW Inspiron™ 7500 Advanced Port Replicator, add $259 


USE THE POWER OF THE E-VALUE™ CODE. 
Match our latest technology with our latest 
prices and learn about current discounts 
and promotions atwww.dell4me.com 


"Includes 150 hrs./month, plus $1.50/hr. (or fraction) over 150 hours. #800/888/877 access charged $4.95/hr. extra. Excludes taxes and 
telephone charges. Additional $1.00/hr. surcharge in HI and AK. "Monthly payments based on 13.99% APR. APR FOR QUALIFIED 
CUSTOMERS VARIES BY CREDITWORTHINESS OF CUSTOMER AS DETERMINED BY DELL FINANCIAL SERVICES L.P. Taxes & shipping 
charges extra, and vary; they are due with 1st payment unless included in the amount financed. Purchase Plan from Dell Financial 
Services L.P. to U.S. state residents (including D.C.) with approved credit, excluding AR and MN residents. Availability may be 


limited or offer may vary in other states. 

‘Prices, specifications, and availability may change without notice. Taxes and shipping charges extra, and vary. Cannot be combined with other offers or discounts. U.S. only. *For 

— a copy of Guarantees or Limited Warranties, write Dell USA L.P., Attn: Warranties, One Dell Way, Round Rock, Texas 78682. ‘At-Home or on-site service provided via third-party 
ti off] contract with customer. Availability varies. Technician will be dispatched if necessary following phone-based troubleshooting. To receive Next-Business-Day service, Dell must 

pen ium ded dispatch technician before 5pm (customer's time). Other conditions apply. *For hard drives, GB means 1 billion bytes; accessible capacity varies with operating environment. 


NEW DELL™ DIMENSION™ [t550r Desktop 

Affordable Desktop Solution 

# Intel® Pentium® Ill Processor at 550E MHz # 64MB SDRAM 

# 10GB° Ultra ATA Hard Drive » NEW 17" (16.0" vis, .28dp) E770 Monitor 

@ Intel 3D AGP Graphics # 40X Max CD-ROM Drive 

™ SoundBlaster 64V PCI Sound Card with MusicMatch® Jukebox Standard” 
™ harman/kardon Speakers 

= V.90 56K Capable’ PCI Telephony Modem for Windows* 

= 1-Year Dellnet™ Internet Access” with 20MB of Online Backup“ 


[2 e) 9 As low as $35/Mo., for 48 Mos. 
E*VALUE CODE: 89680-500312 


Dell Recommended Upgrades: 
= 8X Max DVD-ROM Drive, add $60 
= Microsoft® Natural Keyboard Pro, Dell™ Edition, add $59 


DE L L4me ‘ The Dell4me™ total ownership experience; 


a complete resource for products and 
services that make it easy for you to get 


the most out of technology. 


SOFTWARE: Dell™ offers a variety of software multipacks designed for work, education or 
play. ™ Choose from one of four Education Packs”, $79 


PRINTERS: Dell” simplifies your life and ensures compatibility by pre-installing drivers for 
select printers” on your new Dell PC. Just turn it on, attach the printer cable, it just takes 
seconds. ® HP® DeskJet® 952C Printer, $299 # Other brands and models available, starting at $99 


CAMERAS AND SCANNERS: Dell™ offers you the tools you need to take pictures 
and archive images on your hard drive instead of in a shoebox. Send pictures and video to 
friends and family via e-mail. ® HP® ScanJet® 4200 Cse, $179 ™ Intel® PC Camera ProPack, $129 
™ Kodak DC 215 Zoom Millennium, $349 


SERVICE AND SUPPORT: Dell™ offers you the help you need when you need it, via phone 
or online. ® 24x7 phone and online tech support ® Dimension™ Premier 3-Year At-Home 
Service*, $99 ® Inspiron™ 5000 and 7500 notebooks now come with 3-Year On-site Service’ 
= Support.dell.com for innovative online support tools 


INTERNET ACCESS AND SERVICES: Dell™ offers you access to the Internet as 
well as online services and resources designed to help you make the most of your PC 
= 1-Year Dellnet™ Internet access” with 20MB of Online Backup”, $99 = Simple drag 
and drop website creation tool with 12MB of homepage storage space ® Over $350 worth of 
special offers for Dell customers with popular online retailers 


PAYMENT SOLUTIONS: Dell™ offers several payment options designed to fit a wide 
range of customer needs. ® Dell Platinum Visa® Card ™ Dell Purchase Plan” ™ Dell E-Check 
(automatic checking withdrawal) 


ar Limited Warranty = 


r NEW Dell™ Proactive oe by Attune 


Affordable Desktop Solution 

= Intel® Celeron™ Processor at 466MHz _ 

= 64MB SDRAM = 4. 3GB° Ultra ATA Hard Drive 

= NEW 15" (13.8" vis) E550 Monitor 

= Intel® 3D AGP Graphics 

= 40X Max CD-ROM Drive be ee 

= SoundBlaster 64V PCI Sound Card with: 
MusicMatch® Jukebox Standard” = PC Speakers 

= V.90 56K Capable® PCI DataFax Modem for iam 


8 9 9 & As low as $25/Mo., for 48 Moe. Lo Le 
F«VALUE CODE: 89680-50308 


Dell Recommended Upgrades: 

= 10GB’ Ultra ATA Hard Drive, add $70 oe 

= 1-Year Delinet™ Internet Access” with 20MBof © 
Online Backup”, add $99 


NEW DELL™ DIMENSION™ xes 1700r Desktop 

High Performance, Great Value 

= Intel® Pentium® Ill Processor at 7OOMHz 

= 128MB SDRAM #® 30GB> Ultra ATA Hard Drive 

= 17" (16.0" vis, .26dp) M780 Monitor 

= 32MB NVIDIA TNT2 M64 AGP Graphics 

™ 48X Max CD-ROM Drive 

= Turtle Beach Montego® Il A3D™ 320V Sound Card with 
MusicMatch® Jukebox Standard” 

= Altec Lansing’ ACS-340™ Speakers with Subwoofer 

= V.90 56K° PCI Telephony Modem for Windows” 

= 1-Year Dellnet™ Internet Access” with 20MB of Online Backup” 


[8 9 9 ~¢ As low as $52/Mo., for 48 Mos." 
E*VALUE CODE: 89680-500318 
Dell Recommended Upgrades: 
= SB Live! Value Digital with MusicMatch® Jukebox Enhanced”, add $60 


= NEW Altec Lansing® THX Certified ADA-885™ Dolby Digital Speakers 
with Subwoofer, add $180 


NEW DELL™ DIMENSION™ xps B800r Desktop 
Cutting Edge Technology 

= Intel® Pentium® Ill Processor at 800EB MHz 

= 128MB RDRAM ® 30GB* Ultra ATA Hard Drive 

= 19" (18.0" vis, .26dp) M990 Monitor 

= NEW 32MB NVIDIA geFORCE 4X AGP Graphics 

= 8X Max DVD-ROM Drive 

= SB Live! Value Digital with MusicMatch® Jukebox Enhanced” 

= Altec Lansing® ACS-340™ Speakers with Subwoofer 

= V.90 56K Capable® PCI Telephony Modem for Windows® 


$ 279 9 © As low as $76/Mo., for 48 Mos.” 
- Ex VALUE CODE: 89680-500327m 
Dell Recommended Upgrades: 
= NEW 64MB DDR NVIDIA geFORCE Plus 4X AGP 
Graphics Card, add $240 


= 1-Year Dellnet™ Internet Access” with 20MB of 
Online Backup”, add $99 


1.8 88.69 5 sooo MON-SUN: 7A-IIP CT 


‘Download speeds limited to 53Kbps. Upload speeds are less (about 30Kbps) and vary by modem manufacturer and online conditions. Analog phone ™ 
line and compatible server required. "Online backup services provided by third-party agreement with the customer. Limited to 20MB of storage; te - D } a t T 


additional space available at additional charge. Dell is not responsible for lost data. “Software, packaging and documentation differ from retail 


versions. "For select Hewlett Packard printers. “Limited time offer. Includes one (1) DVD title (max. $20.00 value, including tax and shipping) with ie 
purchase of a new Dell system with a DVD-ROM drive. See details at www.dell.com/dellzone. Offer must be redeemed over the Internet within 
60 days from invoice. Limit one per customer. “Includes one (1) upgrade and online technical support from MusicMatch. “Based on Intel AGP 4X 
Graphics Test and Platform Bandwidth Test. “The processor may be reduced to a lower operating speed when operating on battery power. 
Intel, the Intel Inside logo, and Pentium are registered trademarks; Intel SpeedStep and Celeron are trademarks of Intel Corporation. MS, 
Microsoft, IntelliMouse, and Windows are registered trademarks of Microsoft Corporation. HP and DeskJet are registered trademarks and 


OpenView Is a trademark of Hewlett Packard Corporation. Trinitron is a registered trademark of Sony Corporation. ©2000 Dell Computer Corporation. 


All rights reserved. 


www.dell4me.com 


” 
Squadron, look out fol Ture Bimmer you locked: nes dead Cover me, | gotta 
stealth fighters, 2n Lan thet strageigric” neat day the pizza guy.” 
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'“lean'tshake them. —_/ 
~Cani getsome love — 
over here?” 


IS IS NO SOLO MISSION 


Welcome to the universe of assive multiplayer space ,combat. Join your squadron online. Confront other civilizations. Play free on worldwid 
servers. Or fly in hundred-ship degfights on Zone-cam. Just keep in mind—those that fly-alone, die alone. www.microsoft.com/games/ allegianc 


BE DIRECT 


. etre a 
fish Gaming 
www.dell4me.com ri oF gn 
"Includes 150 hrs./month, plus $1.50/hr. (or fraction) over 150 hours. #800/888/877 access charged $4.95/hr. extra. — ) 
Excludes taxes and telephone charges. Additional $1.00/hr. surcharge in HI and AK. "Monthly payments based on inieaitiaaiads 
13.99% APR. APR FOR QUALIFIED CUSTOMERS VARIES BY CREDITWORTHINESS OF CUSTOMER AS DETERMINED , CONQUER THE GALAXY WITH A LITTLE HELP FROM YOUR FRIENDS. 
BY DELL FINANCIAL SERVICES L.P. Taxes & shipping charges extra, and vary; they are due with 1st payment unless 7, eee . 
included in the amount financed. Purchase Plan from Dell Financial Services L.P. to U.S. state residents (including D.C.) et Mi Em, f 
with approved credit, excluding AR and MN residents. Availability may be limited or offer may vary in other states. er rem . | | [ om! ¢ O70) 
1 Microsoft Corporation. All rights reserved, Microsoft and Allegiance are either registered trademarks rademarks of Microsoft Corporation in the U.S. and/or stHier counties 


